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INTRODUGTIO@X]

he one thing Champions GMs can never

seem to get enough of is villains. No matter

how many are out there, you can always use

more to provide your PCs with a fresh chal-
lenge, flesh out your campaign setting, or give you
ideas for villains of your own.

Since the publication of Champions five years
ago, the Champions Universe setting has evolved
and expanded. Along the way plenty of villains
and villain teams — Fleshtone, the Crimelords,
Momentum, the Tiger Squad, Geos, the Basilisk,
MantisMan, and more — have been mentioned or
referred to, but never detailed. Champions gamers
have wanted to know more about them, and to get
more villains to use in their games. That’s where
this book comes in.

Villains, Vandals, And Vermin is Hero
Games'’s latest collection of fiendish adversaries
for Champions — a sort of sequel to Conquerors,
Killers, And Crooks, if you will. While it does
provide character sheets and other informa-
tion about all the villains mentioned above, and
plenty of others referred to in other Champions
products, it also contains dozens of all-new vil-
lains that neither you nor your players have ever
heard of before. Chapter One covers the master
villain Sunburst and his followers, the products
of the infamous Project Sunburst experiment
that also created the likes of Armadillo, Gigaton,
and Radium. Chapter Two includes three vil-
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lain teams: the Brain Trust, a group ot strange
villains led by a living brain; the Crimelords, a
typical supervillain team; and the Tiger Squad,
the official superhero team of China (but which
will often end up opposed to your PCs). Chapter
Three contains over three dozen solo villains that
you can use as nemeses for specific heroes, group
into your own villain teams, or the like.

USING THIS BOOK

As an enemies book, Villains, Vandals, And
Vermin is designed primarily for use by GMs. If
youre not a GM, you may still find it useful as a
source of example powers and character ideas, but
get the GM’s permission to read it. Some GMs may
prefer to keep the information in this book secret
until they reveal it during game play, and may not
ever want players to read villains’ character sheets.

The villains in this book are designed as Stan-
dard Superheroic characters, with 200 Base Points.
Beyond that, there are no particular standards
— some are rather low-powered compared to a
typical 350-point superhero, while others are fully
capable of taking on an entire team of superheroes
singlehandedly. As usual, feel free to change or
adapt them to better suit your campaign — make
them more or less powerful, alter their names and
origins, re-arrange the teams, whatever it takes.
With just a few seconds’ work you can turn any of
these villains into another character.
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Val
30
30
30
15
15
18
30
10

30
40
7
20
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MASTER
VILLAINS

SUNBURST

Char Cost Roll Notes

STR 20 15-  Lift 1,600 kg; 6d6 [3]
DEX 60 15-  OCV: 10/DCV: 10
CON 40 15-
BODY 10 12-
INT 5 12-
EGO 16 13-
PRE 20 15-
COM 0 11-

PD 24
ED 34
SPD 30
REC 16

PER Roll 12-
ECV: 6
PRE Attack: 6d6

Total: 30 PD (30 rPD)
Total: 40 ED (40 rED)
Phases: 2,4,6,7,9,11,12

150 END 45

50

Movement:

STUN 5 Total Characteristics Cost: 325

Running: 6”/12”
Flight: 25”/200”

Cost Powers END

105

10u

10u

10u

10u

10u

10u

10u

10u

7

35

30

25

16

15

Sunblasts: Multipower, 105-point reserve

1) Standard Sunblast: Energy Blast 20d6 10
2) Easy Sunblast: Energy Blast 14d6,
Reduced Endurance (0 END; +%) 0
3) Burning Sunblast: Energy Blast 14d6,
Armor Piercing (+%) 10
4) Pulsed Sunblast: Energy Blast 14d6,
Autofire (5 shots; +%) 10
5) Standard Sunburst: Energy Blast

14d6, Explosion (+%) 10
6) Controlled Sunburst: Energy Blast

14d6, Area Of Effect (One Hex; +%) 10
7) Blinding Sunblast: Sight Group Flash
20d6 10
8) Blinding Sunburst: Sight Group Flash
14d6, Explosion (+%) 10
Mega-Sunblast: Energy Blast +6d6 (adds

to Standard Sunblast); Increased Endurance
Cost (x5 END; -2), Only When Pushing
Standard Sunblast (-1) 15
Sunburst Field: Damage Resistance

(30 PD/40 ED) 0
Sunburst Field: Physical and Energy
Damage Reduction, Resistant, 25% 0
Sun-Infused Eyes: Sight Group Flash
Defense (20 points), Hardened (+%) 0
Sun-Infused Mind: Mental Defense

(20 points total) 0
Sun-Infused Body: Power Defense

(15 points) 0

45
90

24

22

—_

8

N — W W WH~DN+~~

Sun-Infused Body: Life Support: Total 0
Sunburst Flight: Flight 25”,x8 Noncombat,
Reduced Endurance (0 END; +%4) 0
Sunburst Sensory Pulses: Radar (Radio
Group), Increased Arc Of Perception

(360 Degrees), Telescopic (+8 versus

Range Modifier) 0
Perceive Energy Patterns: Detect Energy

(no Sense Group), Discriminatory,

Analyze, Range, Sense 0

Skills
+6 with Sunblasts Multipower

Computer Programming 8-
Electronics 8-

KS: The Superhuman World 11-
KS: The US Army 8-
Mechanics 8-

Oratory 15-

Persuasion 15-

PS: Soldier 8-

Stealth 15-

Systems Operation 8-

WE: Small Arms

Total Powers & Skills Cost: 531
Total Cost: 856

200+ Disadvantages

5

20
20

20

15

15

15

Distinctive Features: unique Geiger
counter signature (Not Concealable,
Noticed And Recognizable, Detectable
Only By Unusual Senses)

Hunted: UNTIL 8- (Mo Pow, NCI, Capture)
Hunted: US Government 8- (Mo Pow,
NCI, Capture)

Psychological Limitation: Megalomania;
Wants To Take Over The World

(Very Common, Strong)

Psychological Limitation: Overconfidence
(Very Common, Moderate)

Reputation: supervillain of world-threaten-
ing power, 11- (Extreme)

Social Limitation: Secret Identity (Randall
McFadden) (Frequently, Major)

546 Experience Points

Total Disadvantage Points: 856
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Background/History: In 1994, a group of US Army
generals launched Project Sunburst in an effort to
determine if it were possible for soldiers to survive,
and thus for America to win, a nuclear war. (See
Champions Universe, pages 40-41.) Volunteers

told they were participating in a “wargame” were
exposed to the effects of a nuclear blast at short
range. The lucky ones died right away. The unlucky
ones lingered for months, sometimes years, before
dying agonizing deaths.

A mysterious few were affected in strange ways.
One, Randall Gordon, seemed basically unharmed,
though it was later learned that changes to his neuro-
chemistry made it possible for him to operate the
powered armor created by the Man Amplification
Project. He became the supervillain Armadillo. A
handful of other survivors went into comas. To keep
the whole matter quiet the generals created a secret
facility, nicknamed “the Crypt,” to store the comatose
bodies and care for them until they died.

And some did die... but most did not. One,
Jason Matthews, awoke a few days later and
soon developed powers of radiation control and
projection. He was eventually liberated from the
Crypt by the supervillain Binder and became
Radium, a member of Binder’s team the Ulti-
mates. The other bodies remained in the Crypt,
some slowly deteriorating, but others remaining
surprisingly strong and vital for comatose per-
sons. In 2000, an agent for Dr. Destroyer infil-
trated the Crypt and “liberated” one such victim,
Tim Colton, whom Destroyer later awakened and
made into his henchman, Gigaton.

Gigaton was the most powerful survivor
of Project Sunburst until 2002. On March 18 of
that year, one of the “healthy” survivors, a man
named Randall McFadden, suddenly awakened.
He could remember seeing the explosion... then
feeling it. It was glorious, like being kissed by the
Sun, a feeling so powerful that his body couldn’t
take it and had passed out. He was a little puz-
zled by how he got to this strange hospital, since
clearly he’d only been unconscious for a few
minutes. He was more than a little upset to learn
he'd lost eight years of his life. He didn’t feel like a
man whod been asleep for nearly a decade — he
felt like he was bursting with energy and power,
like the Sun itself was inside him.

Realizing hed been exploited and used as a
guinea pig, he decided he had no interest in stay-
ing... and that maybe he shouldn't leave these other
men behind. Without even having to think about
it he discovered that he could sense patterns of
energy. Three of the men had energy inside them,
like he did; the rest seemed quiescent or near death.
Again almost without thinking about it, Randall
lashed out, projecting bursts of energy that awak-
ened the three men, smashed down the barriers
between them and the outside world, and made
possible their escape.

The next time the world saw Randall McFad-
den, he wasn't using that name anymore. Garbed
in a costume befitting his glory and power, he was
Sunburst, and he was going to make the world a
better place — whether the world wanted it or not.

Personality/Motivation: Sunburst talks a lot about
causes — about improving the world situation,
whether that means protecting the environment,
defusing world tensions, preventing hunger,
curing disease, or what have you. And on the
surface, at least, he believes in those things and
argues passionately on their behalf. He feels like
the American government exploited and used
him, and he wants to make sure other people
aren’'t victimized, whether by their leaders, cor-
porations, or what have you. Of the supervil-
lain community, he’s usually one of the first to
volunteer his services to prevent alien invasions,
diminish or correct the effects of natural disas-
ters, and so forth. Compared to most master vil-
lains he has a relatively positive public profile.

But in the end it’s really just an act. Sunburst
has convinced himself he believes in these things
because they justify his actions, but if you dig deep
enough he admits, or shows by his actions, that
what he’s really interested in is Power. His power,
the power to rule the world and make it do what
he wants it to do. He wants revenge on anyone who
ever wronged him, or allowed him to be wronged,
or got in his way, and in his mind that includes
just about everyone. Ultimately, if he gets what he
wants, he'll be as bad or worse an oppressor than
any of the governments he rails against... and he’ll
do it all in the name of “the greater good”

Sunburst thinks his powers come from the Sun
— that they’re basically solar in origin. This isn’t
true, but it makes for a better story than explaining
they resulted from a nuclear explosion.

Quote: “There are those of us in this world who
have power. Some use it to harm, to destroy, to
repress, to exploit. But some of us are going to use it
to make the world a better place”

Powers/Tactics: Sunburst is one of the most power-
ful energy projectors in the Champions Universe
— when he really pushes himself, he can emit blasts
as powerful as those of Dr. Destroyer. But he lacks
a certain diversity; basically he can only blast tar-
gets, or blind them. This limits his combat options
considerably, but fortunately he can usually rely on
(a) raw power, and (b) his loyal followers (Helios,
Nuke, and Phaze) to assist him.

Sunburst’s long-term goal is world conquest,
with the supposed aim of improving the world
for everyone by running it the way it should be
run. He knows this won’'t happen overnight, and
that he’s going to have to do a lot of things he
doesn’t care for — committing crimes, for exam-
ple — to achieve his goals, but in the end it will
all be for the best.

Campaign Use: Sunburst offers a slight twist on
the standard “master villain” Assuming they
believe his stated aim of making the world a
better place to live, heroes might be willing to
work with him on occasion to oppose greater
threats (like Dr. Destroyer or Istvatha V’han), to
stop natural disasters, and so forth. They might
even be able to reform him so that his goals are
genuine through and through, but that’s likely to
take a lot of time and effort.

SUNBURST
PLOT SEEDS

The classic Sunburst plot
#1: Sunburst learns of
some other “veteran” of
Project Sunburst and
sets out to “recruit” him.
Depending on the situ-
ation this might involve
anything from gentle
persuasion to a knock-
down-drag-out fight, but
either way it’s important
for the heroes to prevent
Sunburst from getting
what he wants — the
last thing the world
needs is for him to have
more “soldiers.”

The classic Sunburst plot
#2: Sunburst learns of
something he considers
a great wrong and sets
out to correct it to dem-
onstrate to the people of
Earth how well-inten-
tioned he is. Often this
involves exploitation

of the environment or
groups of people by cor-
porations, but the point
is that Sunburst wants to
solve the problem in a
big, flashy, noisy manner
so the world sits up and
takes notice. Naturally
some destruction will be
involved....

The scientists at the
Goodman Institute
believe they’ve found a
way to “drain” Sunburst’s
powers. Unfortunately,
to activate the device the
heroes have to get Sun-
burst to use his powers
intensely, then attach it
to him. In other words,
it’s going to involve a
long, bloody fight....
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Sunburst should be one of the most powerful,
if not the most powerful, energy projectors in your
campaign setting (at least based on personal power;
some technology-oriented villains might exceed
him). If he doesn’t qualify right now, increase the
size of his Multipower reserve and attacks until he
does. (However, that doesn’t necessarily mean he
should be able to take on an entire hero team by
himself and win; he’s tough, but not that tough.)
You could also expand the versatility of his powers,
giving him some NNDs, Drains, Entangles, and
other attacks so he has more combat options. To
weaken him, reduce his SPD to 5-6 and start trim-
ming DCs off his attacks until he fits your cam-
paign framework better.

Sunburst generally doesn’t Hunt anyone; he
has bigger fish to fry than pursuing vendettas.

But he might take a more personal interest in a
hero who repeatedly thwarts him, or whose origin
involves Project Sunburst. To Sunburst’s way of
thinking, all the “children” of Project Sunburst are
intended to be his loyal followers (an attitude that’s
made him clash with the Ultimates on occasion
when he tried to coerce Radium into “joining” him;
Armadillo’s gotten around this by working for Sun-
burst on a mercenary basis occasionally).

Appearance: Sunburst is 6’0” white man with an
athletic body. His costume is a red bodystock-

ing with gold boots, belt, gloves, shoulder pads,
and mask flares on his half-face mask. His chest
emblem is a white “sunburst” symbol that’s large
enough to cover most of his chest. He also wears a
gold cape; he likes the way it billows majestically in
the wind.
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HELIOS

Val Char Cost Roll Notes
20 STR 10 13-  Lift 400 kg; 4d6 [2]
24 DEX 42 14- OCV: 8/DCV: 8
23 CON 26 14-
13 BODY 6 12-
10 INT 0 11- PER Roll 11-
10 EGO 0 11- ECV: 3
15 PRE 5 12-  PRE Attack: 3d6
10 COM 0 11-
8 PD 4 Total: 23 PD (15 rPD)
10 ED 5 Total: 35 ED (25 rED)
5 SPD 16 Phases: 3,5,8,10,12
12 REC 6
70 END 12
40 STUN 5 Total Characteristics Cost: 137
Movement: Running: 67/12”

Flight: 207/40”

Cost Powers END

75  Power Over Light And Heat: Multipower,
75-point reserve

7u 1) Light Blast: Energy Blast 12d6,

Reduced Endurance (%2 END; +%) 3
7u  2) Laser Blast: RKA 4d6, Reduced
Endurance (%2 END; +%4) 3

7u  3) Withering Heat: Energy Blast 6d6,
NND (defense is Life Support [Safe
Environment: Intense Heat] or fire/heat
powers; +1), Reduced Endurance
(14 END; +%) 3
7u  4) Blinding Blast: Sight Group Flash
12d6, Reduced Endurance (% END; +%4) 3
5u  5) Blinding Burst: Sight Group Flash 7d6,
Area Of Effect (4” Radius; +1); No

Range (-12) 7
7u  6) Flare Blast: Energy Blast 10d6 plus

Sight Group Flash 5d6 7
7u  7) Melting Beam: RKA 2d6, Continuous

(+1), Penetrating (+%2) 7

30  Helios Energy Field: Elemental Control,
60-point powers
30 1) Protection: Force Field (15 PD/25 ED),

Reduced Endurance (0 END; +%) 0
30  2) Motion: Flight 20”, Reduced
Endurance (0 END; +%) 0

27 3) Lightfield: Darkness to Sight Group 4”
radius, Personal Immunity (+%), Reduced
Endurance (0 END; +%); No Range (-%2) 0

15  The Eyes Of Helios: Sight Group Flash
Defense (15 points)

2 Irradiated Form: Life Support (Safe
Environment: High Radiation) 0

Skills
12 +4 with Power Over Light And Heat
Multipower

1 AK: Puerto Rico 8-
Language: English (fluent conversation;
Spanish is Native)

1 PS: Soldier 8-

Total Powers & Skills Cost: 272
Total Cost: 409

200+ Disadvantages

5 Distinctive Features: unique Geiger
counter signature (Not Concealable,
Noticed And Recognizable, Detectable Only
By Unusual Senses)

5 Physical Limitation: glows constantly, can't
be stealthy in most situations (Infrequently,
Slightly Impairing)

20  Hunted: UNTIL 8- (Mo Pow, NCI, Capture)

20  Hunted: US Government 8- (Mo Pow, NCI,
Capture)

15  Psychological Limitation: Loyal Follower
Of Sunburst (Common, Strong)

15  Psychological Limitation: Out For All
He Can Get (Common, Strong)

15  Social Limitation: Secret Identity (Roberto
Hernandez) (Frequently, Major)

114 Experience Points

Total Disadvantage Points: 409

Background/History: Roberto Hernandez grew

up a nobody in a nothing town in the middle of
nowhere, Puerto Rico. After high school he joined
the US Army and became just another lackluster
private. Volunteering for some wargames looked
like a fun way to earn some points with the brass,
so he signed up.

That turned out to be the best dumb-luck deci-
sion he ever made. The “wargames” were actually
Project Sunburst, and Roy was one of the fortunate
few who were... changed... by the experience instead
of killed. The next thing he remembered after the
bright flash of light from the explosion was the
man he came to know as Sunburst waking him up
and explaining the situation to him. He agreed to
join Sunburst’s “crusade” and was given the code-
name Helios to go with his new superpowers.

Personality/Motivation: Helios is not a complex
individual (in fact, some people would call him
simple, though that’s an unfair and inaccurate char-
acterization). He figures the Helios thing is the big-
gest break he ever had, and it can’t last forever. So
he’s out for everything he can get as long as it lasts.
Money, fast cars, lots of women, the best food — if
it’s fun, exciting, or expensive, he wants it. What

he doesn’t spend from the money he brings in as
part of Sunburst’s “crew” he carefully salts away

in foreign bank accounts, mason jars full of $100
bills that he buries in out-of-the-way locations, and
other hiding places. Now that he’s tasted the good
life, he doesn’t ever want to give it up, so he’s plan-
ning for the inevitable rainy days ahead.

Quote: “This one’s a scorcher!”

Powers/Tactics: Helios is often seen as a “junior-
grade Sunburst,” and in some ways that’s a fair
description — they have similar energy projection
powers, though Helios’s are definitely weaker. The
main difference between them is that Helios’s con-
trol of light and heat gives him greater versatility;
he has powers like RKA and NND Energy Blast
that Sunburst lacks. Thus he makes a good “combat
partner” for his leader; Sunburst can weaken his
enemies with raw power, while Helios cleans them
up with any one of a variety of attacks.

9

HELIOS PLOT SEEDS

Sunburst pulls a major
heist in Millennium City
to grab some cash and
technological compo-
nents he needs. Unfor-
tunately UNTIL arrives
and interferes with
Sunburst’s escape plans.
Helios gets separated
from the group and
soon winds up lost in

a strange city. Now the
heroes have to race Sun-
burst to find the way-
ward villain and capture
him before Sunburst can
locate him and complete
their getaway.

Helios decides he’s
tired of playing “second
fiddle” and wants to be
just as powerful as Sun-
burst. He approaches
Teleios, and the master
geneticist agrees to work
on him — but unfor-
tunately the process
doesn’t work right on
Helios’s already-altered
physiology. The greater
power causes him
intense pain and makes
him go on a berserk
rampage. The heroes
have to stop him before
anyone gets hurt...

and hopefully before
there’s any chance of the
pain subsiding but the
powers remaining.

It turns out that Helios
is actually related to one
of the PCs! How will
each of them react to
this surprising news?
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A “Helios energy field” (as he
calls it) suffuses and surrounds
Helios’s body at all times. He can
manipulate this field for several
effects. First, it protects him from
harm. Second, it allows him to
fly. Third, he can make it glow so
intensely that it blinds everyone
near him as effectively as pitch-
black darkness. On the downside,
he always glows, just a little, which
makes it impossible for him to be
stealth or sneaky in many situations,
and prevents him from maintaining
any sort of “civilian” life.

Campaign Use: Helios is a natural
follower type — he’s happier with
someone telling him what to do than
taking initiative himself — so he fits
into Sunburst’s group and plans well.
But it’s possible someone could make
him start to think there might be
something better for him out there,
creating a chink in Sunburst’s armor.
His interest in “planning ahead”
shows that he’s not as dimwitted as
most people tend to think he is.

To make Helios more powerful,
increase his SPD to 6 and/or give
him more offensive powers. The eas-
iest way to do this is to expand the
scope of his superhuman abilities to
cover fire as well as just heat, which
opens up all sorts of possibilities for
new attacks. To weaken him, remove his Combat
Skill Levels and trim his Multipower reserve and
slots down to 60 Active Points.

Helios only Hunts characters when Sunburst
orders him to, in which case he follows orders.

Hero System 5™ Edition Revised

Appearance: Helios is a 5°7” tall male of Puerto
Rican ancestry with an average build. As a result
of the Project Sunburst exposure to radiation
that gave him his powers, he’s lost all the hair on
his head, and most of the hair elsewhere on his
body as well. His costume is a featureless gold
bodystocking that covers his entire body (includ-
ing his head/face, with just two eyeholes).
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NUKE

Val Char Cost Roll Notes

50 STR 40 19-  Lift 25 tons; 10d6 [5]
20 DEX 30 13- OCV: 7/DCV: 7

30 CON 40 15-

20 BODY 20 13-

10 INT 0 11- PER Roll 11-

10 EGO 0 11- ECV: 3

20 PRE 10 13-
8§ COM -1 11-

PRE Attack: 4d6

20 PD 10 Total: 40 PD (20 rPD)

20 ED 14 Total: 40 ED (20 tED)

5 SPD 20 Phases: 3,5,8,10,12

16 REC 0

60 END 0

60 STUN O Total Characteristics Cost: 183
Movement: Running: 67/12”

Leaping: 207/40”

Cost Powers END
30  Radiation Control: Elemental Control,
60-point powers
32 1) Radiation Shield: Force Field
(20 PD/20 ED/10 Power Defense),
Reduced Endurance (2 END; +%4),
Side Effects (irradiates environment,
always occurs; -0) 2
35 2) Radiation Field: RKA 1d6, NND
(defense is Life Support [Safe Environment:
High Radiation]; +1), Does BODY (+1),
Continuous (+1), Damage Shield (+%2),
Area Of Effect (One Hex; +%), Reduced
Endurance (0 END; +%4); Only Works On
Living Beings (-14), Side Effects (irradiates
environment, always occurs; -0)
30  3) Radiation Blast: Energy Blast 12d6 6
20  4) Deadly Radiation: RKA 4d6; Only
Works On Living Beings (-12) 5
30  5) Radiation Sickness: Drain CON and
STUN 3d6, two Characteristic
simultaneously (+%2), Ranged (+%2) 6
147  6) Nuke Blast: Energy Blast 20d6,
Explosion (-1 DC per 2”; +%), Double
Knockback (+3%); Increased Endurance

(=]

Cost (x2 END; -%5) 50
10  Strong Legs: Leaping +10” (20” forward,

10” upward) 1
2 Irradiated Form: Life Support

(Safe Environment: High Radiation) 0

Perks
2 Contact: Gigaton 8- (significant Contacts

of his own)

Skills

12 +4 with Radiation Blast, Deadly Radiation,
and Radiation Sickness
10 +2 HTH

Climbing 13-

KS: Football 11-

PS: Play Football 11-
PS: Soldier 8-
Tactics 8-
Teamwork 13-

W = = NN W

Total Powers & Skills Cost: 372
Total Cost: 555

200+ Disadvantages

5 Distinctive Features: unique Geiger
counter signature (Not Concealable,
Noticed And Recognizable, Detectable Only
By Unusual Senses)

20  Hunted: UNTIL 8- (Mo Pow, NCI, Capture)

20  Hunted: US Government 8- (Mo Pow,
NCI, Capture)

15  Psychological Limitation: Loyal Follower Of
Sunburst (Common, Strong)

15  Psychological Limitation: Out To Prove He's
The Best (Common, Strong)

15  Social Limitation: Secret Identity (Roy
Wilson) (Frequently, Major)

265 Experience Points

Total Disadvantage Points: 555

Background/History: Roy Wilson was a top-notch
football player in high school — top-notch for his
hometown, that is. He was good enough to get a
scholarship to a small university, but he didn’t have
what it took in the brain matter department to keep
up his grades, and eventually he lost the scholarship
and had to leave school. His dream of getting to

the NFL was dashed... even if he'd really been good
enough to play in the pros, which he had to admit
to himself he wasn't.

After working some odd jobs, Roy joined the
Army. In basic training he met a guy named Tim
Colton, and the two became fast friends. When
Colton signed up to participate in some “wargames”
for extra pay, Roy did too. And just like Colton, Roy
survived what turned out to be a covert experiment
involving a nuclear explosion.

Over his years in the Crypt, Roy’s body
remained as radioactive as the day he was brought
in — he had to have a specially-shielded room so
he didn’t contaminate the workers or the other
“patients”” In fact, over time his radiation levels
grew. When Sunburst awakened, he sensed this
blossoming power and knew what it meant. He
brought Roy Wilson back to the living and gave
him a new purpose and new name: Nuke.

Personality/Motivation: Aside from his loyalty to
the man who “rescued” him from a coma and the
Crypt, Nuke’s main motivation is to prove that he’s
“good enough.” He spent his early life striving to
become a pro football player even though it even-
tually became apparent that he didn't have what it
took — subconsciously he refused to admit defeat
and kept plugging away despite the fact that he
knew in his heart of hearts it wouldn’t work. He
brings the same attitude to being a superhuman.
He’s not the biggest, toughest, or strongest “brick”
in the Superhuman World, nor the most powerful
energy projector, but he refuses to knuckle under
or admit defeat. He'll keep trying to show that he’s
better than whoever he’s fighting until he’s stone
cold unconscious.

Quote: “T've got the power of a nuclear bomb
packed inside me, pal — you think you can take it?”

11

NUKE PLOT SEEDS

Nuke falls in love with
someone (perhaps

a female PC...). He
knows he can never
spend time around a
woman who can’t with-
stand the radiation he
emits, so he approaches
the Goodman Insti-
tute with an offer to
reform and turn state’s
evidence if they “cure”
him. But of course
Sunburst’s not going to
allow that... and what
happens if the object
of Nuke’s affections
spurns him?

Nuke hears rumors
that someone’s going
to form a Superhuman
Football League. He’s
determined to learn
all he can and become
a member of this new
SFL. But does it really
exist... and if so, will
Sunburst let him play?

The word on the under-
world grapevine is that
someone — no one

can say just who — is
going to sponsor a “great
supervillain contest”

to prove who's the best
villain out there, with
fabulous cash prizes and
a trophy going to the
winner. Nuke’s deter-
mined to take part, and
to win, despite what
Sunburst might have

to say about the matter.
If necessary he might
even trick the PCs into
distracting Sunburst for
awhile....
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Powers/Tactics: The Project
Sunburst explosion somehow
infused Nuke’s body with
radiation, making him super-
humanly strong and tough.
The radiation emitted by his
body can also form a “shield”
that protects him, and that
he can “turn up” so that it’s
strong enough to injure living
beings he comes into contact
with. Either of these uses
irradiates the local environ-
ment, sometimes making it
easy to track him. Nuke can
also project blasts of radiation
intense enough to hurt people
or destroy objects. His deadli-
est attack is his “Nuke Blast,”
which creates a tremendous
explosion... but it’s so tiring
he can only do it once in any
given battle.

Nuke has proven to have
a good head for small unit
tactics, even though he has
no formal training in that
field; Sunburst has learned to
defer to his tactical advice on
most occasions. He’s learned
to work particularly well with
Phaze; the two of them often
team up to take on a specific
target.

Campaign Use: Nuke repre-
sents potential for growth,
in two ways. First, his

own powers haven’t fully
settled down; he could easily
become much stronger

and tougher, and perhaps
develop other radiation projection powers as
well. Second, “radiation accidents” caused by his
powers could swell the ranks of Sunburst’s fol-
lowers to whatever you need them to be, or just
spin off other villains for your campaign.

Nuke stays in touch with his old friend Tim
Colton, who's now Gigaton — something neither of
their “bosses” is aware of.

Nuke’s desire to prove that he’s “the best”
makes him a good candidate for a Rivalry with a
PC, or perhaps even a Hunted. If you want this to
be a serious competition, make sure he’s a good
match for the PC; if you want to play it for laughs,
he should be significantly (if not ridiculously)
underpowered compared to his Rival.

To make Nuke tougher, increase his STR to 60
and his CON to 40. Taking the Increased Endur-
ance Cost off his Nuke Blast would allow him to
use that more often, a significant increase in his
power. To weaken him, reduce his STR to 40 and
CON to 25.

Nuke only Hunts characters when Sunburst
orders him to, in which case he follows orders.
(But see above about making him a Hunted for a
similar PC.)

Appearance: Nuke is a huge brute of a man, 6'4”
tall and immensely muscled. He’s totally bald, and
there’s a faint greenish glow around him from the
radiation his body emits. His “costume” is a pair of
military fatigue pants and combat boots; he goes
shirtless and doesn’t wear gloves or a mask.
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PHAZE

Val Char Cost Roll Notes
15 STR 5 12-  Lift 200 kg; 3d6 [1]
21 DEX 33 13-  OCV: 7/DCV: 7
20 CON 20 13-
13 BODY 6 12-
13 INT 3 12- PER Roll 12-
10 EGO 0 11- ECV: 3
15 PRE 5 12-  PRE Attack: 3d6
10 COM 0 11-
10 PD 7 Total: 10 PD (0 rPD)
10 ED 6 Total: 10 ED (0 rED)
5 SPD 19 Phases: 3,5,8,10,12
7 REC 0
40 END 0
31 STUN 0 Total Characteristics Cost: 104
Movement: Running: 67/12”
Cost Powers END

30  Personal Density Control Power:
Endurance Reserve (150 END, 15 REC) 0
20 Personal Density Control: Elemental
Control, 40-point powers
20 1) Heightened Density: Density
Increase (25,000 kg mass, +40 STR,

+8 PD/ED, -8” KB) 4
20  2) Intangibility: Desolidification (affected
by force, gravitic, or magnetic attacks) 4

91  Personal Density Control Attacks: Multi-

power, 136-point reserve, all Linked (-%5)
2u 1) Super-Dense Fists: HA +9d6;

Hand-To-Hand Attack (-%), Linked

(to DL -%) 4
8u  2) Disrupt Electronics: Dispel

Electronic Device 14d6, any Electronic

Device power one at a time (+%), Affects

Physical World (+2); No Range (-%),

Linked (to Desolidification; -%) 14
5u  3) Disrupt Biological Systems: Energy

Blast 4d6, NND (defense is PD Force

Field; +1), Affects Physical World (+2);

No Range (-%2), Linked (to

Desolidification; -%4) 8
67  Crush You!: Energy Blast 10d6,

Damage Shield (+%2), Continuous (+1),

Reduced Endurance (0 END; +%);

Linked (to DI; -%), Only To Inflict

Crushing Damage (see text; -1%4) 0
17 Intangible Form: Power Defense

(25 points); Linked (to Desolidification; -%2) 0
17 Intangible Mind: Mental Defense

(25 points + (EGO/5)); Linked

(to Desolidification; -%) 0
8 Walking On Air: Flight 6” (12 Active

Points); Linked (to Desolidification; -1%)

Skills

11 Blink Intangibility: +6 DCV; Costs
Endurance (-%), Does Not Work While
Density Increase Or Desolidification Are
Active (-1), Does Not Work Against Affects
Desolidified Attacks (-%)

3 Computer Programming 12-

3 Electronics 12-

SS: Biology 8-

SS: Chemistry 8-

SS: Physics 11-

Stealth 13-

Systems Operation 12-
Teamwork 13-

Total Powers & Skills Cost: 335
Total Cost: 439

W W W~

200+ Disadvantages

5 Distinctive Features: unique Geiger
counter signature (Not Concealable,
Noticed And Recognizable, Detectable Only
By Unusual Senses)

20  Hunted: UNTIL 8- (Mo Pow, NCI, Capture)

20  Hunted: US Government 8- (Mo Pow,
NCI, Capture)

15  Psychological Limitation: Loyal Follower Of
Sunburst (Common, Strong)

15  Psychological Limitation: Wants To Make
The World A Better Place (Common, Strong)

15  Social Limitation: Secret Identity (Delon
Russell) (Frequently, Major)

149  Experience Points

Total Disadvantage Points: 439

Background/History: Delon Russell grew up
poor in the projects of Chicago, but that never
stopped him. He had a sharp mind and a mother
who cared, and as a result he did well in school
despite the pressures of the world around him
to give up, drop out, stop caring. He developed
an interest in physics early on and decided to
become a scientist. Since his family couldn’t
afford to pay for college and his scholarships
only covered about half of his tution, he joined
ROTC so the military would cover the rest...

...but of course that meant going into the Army
when he graduated. To his surprise he found he
enjoyed it; the regimented nature of military life, even
among the Army’s research scientists, suited him. But
then one day he found himself assigned to something
called “Project Sunburst” When he realized what it
was he raised repeated objections, but the command-
ers in charge of the work ignored his ethical concerns
and ordered him to go on working.

Finally Russell couldn’t take it anymore and
threatened to blow the whistle if his command-
ers insisted on going ahead with the planned
“wargames” they were using to test the Project’s
theories. In response the renegade generals
in charge of the Project arranged to have him
drugged, dressed as a soldier, and placed out on the
field with the other “volunteers.” Russell didn’t even
wake up to witness the nuclear blast.

To the generals’ annoyance, Russell wasn’t one
of the Project’s casualties. His body remained in the
Crypt for years, comatose but never deteriorating.
It sometimes underwent odd weight fluctuations
that the personnel in charge of the Crypt couldn’t
explain. When Sunburst came back to life, he could
sense the power flowing through the man he soon
named Phaze and used his own power to awaken
him and take him outside so they could begin the
work of truly improving the world.
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PHAZE PLOT SEEDS

The classic Phaze story:
the heroes realize that
Phaze isn’t really that
bad a guy and set out
to try to reform him.
Opening his eyes to
Sunburst’s true villainy
won't be easy... but it
will be worth it. And of
course if they can find
a way to bring along his
friend Nuke, too....

A lab accident during

a botched Sunburst
robbery renders Phaze
permanently intangible.
Desperate to be restored
to his former state (or
even to his original,
non-superpowered,
self), he seeks help from
the PCs.

Phaze believes he’s
made some scientific
discoveries that could
significantly improve
the world situation... but
Sunburst won't let him
do anything with them,
or even share them with
anyone, yet. So he begins
secretly sending them

to the PCs in the hope
something will come of
his work.
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Personality/Motivation: Unlike Sunburst’s other
followers, Phaze genuinely believes in Sunburst’s
stated agenda of “we should make the world a
better place” That’s all Phaze has ever wanted to
do, improve humanity’s lot here on Planet Earth,
and he’s happy to have found someone who both
shares his goal and has the power to do some-
thing about it. Only his overwhelming loyalty

to Sunburst has blinded him to the fact that the
group, overall, is not doing anything truly good
for people, that it’s not helping anyone... and that
in fact it causes a lot of harm and that Sunburst
himself is incredibly dangerous.

Quote: “Can’t hurt what you can’t touch!”

Powers/Tactics: Phaze has the power to con-
trol his body’s density, making it anything from
intangible to so massive he weighs 25 tons.
Although he can deliver devastating punches
with his super-dense fists, he tends to spend
more time intangible because that (a) makes it
much harder to hurt him (he has relatively low
defenses, and no Resistant Defense), and (b) lets
him use other powers, like the ability to disrupt
electronic or biological systems by passing a
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semi-solid hand through them. While intangible
he can also “fly” by walking on the air.

One of Phaze’s favorite tactics is to become
ultra-dense while standing on someone. This pins
them (i.e., it’s a special effect of his Grab Combat
Maneuver) and then lets him inflict crushing
damage on each of his Phases. On the other hand,
it leaves him vulnerable to counterattack, since he
can’t move or Desolidify.

(Note that Phaze’s Personal Density Control
Attacks work by Linking abilities to his Density
Increase and Desolidification. Normally this would
be illegal, since both sets of powers are bought in
Power Frameworks, but in this case it’s acceptable
since it isn’t likely to be unbalancing and fits the
concept well.)

Despite the fact that they don’t have much in
common, Phaze and Nuke get along well, both on
and off the battlefield. In combat they fight together
superbly; one of their favorite maneuvers is for
Nuke to “fastball special” Phaze while he’s at normal
density, then just as he’s about to hit the target
Phaze ramps up his mass to superhuman levels.

Phaze serves as Sunburst’s technology
expert. He advises Sunburst on interesting new
technologies, helps the group steal high-tech
gadgets Sunburst thinks they need, and stock-
piles tech that will one day help Sunburst trans-
form the world. He stays on top of developments
in fields like alternative energy research, robot-
ics, and environmental engineering.

Campaign Use: Phaze is a weak link in the Sunburst
organization. He’s really of heroic rather than vil-
lainous bent, and whenever he finally realizes what
Sunburst is really like he’ll probably defect. Hed be
far better suited to working at the Goodman Insti-
tute or as a member of a hero team than as one of
Sunburst’s lackeys.

To make Phaze tougher, give him more defen-
sive powers Linked to both of his states of density
— his lack of extra PD and ED, particularly Resis-
tant, is a major Achilles’s heel for him right now.
You could give him a small Gadget VPP to repre-
sent his technical expertise, too (and perhaps let
him build a force-field belt using that). To weaken
him, reduce his SPD to 4 and trim his Power and
Mental Defense down to about 10 points each.

Phaze only Hunts characters when Sunburst
orders him to, in which case he follows orders. He
doesn’t like such commands, though, so Sunburst
rarely uses him on such missions.

Appearance: Phaze is a 5’10, athletic-look-

ing black male with closely-trimmed hair. His
costume is primarily dull purple, but has flared
boots, flared gloves, wide belt, and shoulder
flares in gold. His mask is dull purple; it’s a piece
of cloth that covers from his eyebrows down and
is allowed to hang loose.
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BRAIN TRUST
PLOT SEEDS

The Overbrain is always
interested in new scien-
tific and technological
developments that he
can incorporate into his
own work. After hear-
ing about or witnessing
some some powerful
new device a gadgeteer
PC has developed, the
Overbrain decides that
the Brain Trust has to
steal it.

The Overbrain decides
that if an accidental
leakage of waste prod-
ucts from his artificial
life experiments can
create Mr. Zombie, what
will happen if he deliber-
ately unleashes the stuff?
The Brain Trust begins
leaving slowly-leaking
cannisters of the ooze in
cemeteries around the
city. Within a few days,
a plague of zombies
threatens the city, and
the Brain Trust is taking
advantage of the situa-
tion to steal everything
that’s not nailed down.
The heroes have to
figure out what’s caus-
ing the zombie invasion,
stop it, and then stop the
Brain Trust.

One of the Overbrain’s
biological experi-
ments goes awry, with
catastrophic results.
Somehow the mas-
sive protoplasmic blob
that’s created absorbs
the members of the
Brain Trust and gains
all of their powers! The
monster’s now on a
rampage and has to be
stopped... and the five
villains separated from
it and returned to their
“normal” lives.

THE

Membership: The Overbrain, Ape-Plus, Black Mist,
Lynx, and Mr. Zombie

Background/History: “I'm sorry, Dr. Herzog, but
there’s no doubt: it’s lung cancer. Had you been
more diligent about having regular health check-
ups, we might have caught it in time to treat it, but
now it’s too far advanced. Six months — thats all I
can realistically give you”

Turning away from the doctor in impotent
fury, Crandall Herzog raged against the injustice
of it all. That he, one of the greatest geniuses of the
age, should fall victim to physical weakness was
cosmic irony. More than that, it was a tragedy of the
first water. Who knows what discoveries now would
not be made, what inventions now would not be
developed, because of his death? While it was
true that the mainstream science community had
rejected him and his work due to “concerns over
the ethical implications of your methods and goals,”
the fact remained that his gifts would be lost. Just
because hed spent the past several years exercising
them on behalf of criminal organizations, secret
government projects, and terrorist organizations
didn’t eclipse his value to the world.

Then it hit him: there was no escape from the
hard, cold fact that his body had to die... but did his
brain have to die with it?

For the next three months Herzog devoted
every resource he had, and every neuron in his
immensely gifted mind, to the goal of keeping his
brain alive outside his body. With his body increas-
ingly weak, he thought he'd finally discovered a
way to do it. With great care he built the artificial-
surgery machines, the neuro-preservation tank,
the waldoes and other tools he could operate with
thought alone, and the precisely-calibrated com-
puter equipment that would run it all. When every-
thing was in readiness, he strapped himself onto
the operating table, administered an anaesthetic,
and drifted off to sleep.

When he awoke, the world was... different.
He could feel the gentle bubbling of the thick
nutrient solution around him. He could “see”
with the devices attached to the neuro-preserva-
tion tank. It had worked! The brain of Dr. Cran-
dall Herzog lived!

Yes, it had worked... in some ways better
than expected. Freeing his brain from his meaty
shackles allowed it to begin to develop powers
most people only dreamed of — psionic powers,
telekinetic powers, senses unknown to normal
humans, and faster, clearer thought processes.
But brains were not meant to live outside bodies,
and it didn’t take long for Herzog’s situation
to begin to take its toll. His natural selfishness,
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BRAIN
TRUST

vanity, and criminal tendencies became stronger
and stronger, until at long last Herzog could deny
them no more. Why should the world continue

to be run by fools and bunglers when the great-
est brain the world had ever known could be in
charge? No, more than just a brain... an Over-
brain.

The Overbrain embarked on the conquest
of the world, beginning with various schemes
to increase his personal fortune to astronomical
levels. It was during one of these capers that he
first encountered, and was defeated by, the simian
superhero known as Dr. Silverback. Defeat was
bad enough, but at the hands of a monkey? Well,
if that fool Moreau could create a thinking gorilla,
the Overbrain could do even better. After a little
maneuvering to obtain a mountain gorilla, the
Overbrain went to work. A few months later, he had
his first follower: Ape-Plus.

The Overbrain found that he enjoyed having
minions to do his bidding; they were a lot more fun
than robots. So he set out to recruit more. Know-
ing his “team” needed some subtlety, he reached out
through his underworld contacts to “hire” a skilled
ninja known as the Black Mist. When the Black
Mist reported for work, the Overbrain took control
of his mind. Over the next few weeks, the hapless
ninja was brainwashed until his loyalty to the Over-
brain was assured.

Another opportunity soon fell the Overbrain’s
way when a young woman approached one of the
underground surgical laboratories he maintained
with a request to be transformed into a “cat-girl”
Sensing something useful about the girl, and know-
ing that any master villain worthy of the name
had a beautiful woman or three in his presence, he
agreed to do the plastic surgery she desired. She
awakened as Lynx, a true cat-girl... one with geneti-
cally-implanted devotion to the Overbrain.

The last of the Overbrain’s followers (for now)
stumbled out of a graveyard and into one of the
Overbrain’s secret labs totally by chance. Somehow
pollutants from one of the Overbrain’s experiments
in creating artificial life leaked into the grave of a
recently-deceased man and brought him back to
life... of a sort. Christened “Mr. Zombie” by Lynx, he
chose to stay with the Overbrain’s group because he
saw no alternative.

The Overbrain remains alert for any oppor-
tunity to swell the ranks of his followers, but for
now his “team” has stabilized at four. With him as
their leader, the group the press has dubbed “the
Brain Trust” has been committing crimes all over
the United States, choosing targets that either net
them a lot of money or valuable technological
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components. No one’s entirely sure just what the
Overbrain is up to, but one thing’s for sure... it
won't be pleasant.

Group Relations: The Brain Trust gets along very
well, since they all share a “programmed” loyalty to
the Overbrain. They do what he says, when he says
to do it, without any quibbling.

The Brain Trust enjoys good relations with
the rest of the underworld. Partly to build up his
“war chest;” and partly to satisfy his own ego, the
Overbrain has hired his group out to assist the likes
of VIPER, ARGENT, and the Ultimates with vari-
ous schemes. Between the Overbrain’s own goals
and plans, and those of the people he works for, the
Brain Trust could be encountered just about any-
where doing nearly anything criminal.

Tactics: In combat the Brain Trust relies on a two-
pronged attack that they can coordinate perfectly
due to their Mind Link. Black Mist, Lynx, and Mr.
Zombie are all melee fighters, so they close to HTH
Combeat distance and begin pummeling opponents.
The Overbrain and Ape-Plus hang back and attack
from range; the Overbrain often uses Mind Control
to slow down, distract, or “recruit” opponents to
help tip the odds in his team’s favor. In the event
that things go against the Brain Trust, the Over-
brain makes a break for it while the others do any-
thing they can to ensure his successful escape.

Campaign Use: Although the Overbrain does have
as his ultimate goal the conquest of the world, the
Brain Trust is by and large a “general” villain group
that you can use nearly any way you see fit. If you
want a team to perform a smash-and-grab robbery,
then the Brain Trust needs money and plans just
such a job. If you've got an insidious conspiracy
story in mind, the Overbrain’s using his powers and
his minions to take control of people and organi-
zations as the first step of his plan to control the
world. The list is practically endless.

Since the Overbrain’s more or less always on
the lookout for new recruits, you can easily make
the Brain Trust tougher by adding members.
Beyond that, the Overbrain can use his twisted
scientific genius to augment his existing minions
with improved powers, more powers, or gadgets. To
weaken the team, weaken the Overbrain’s hold on
his “minions”” Instead of having brainwashed them,
he has to keep the team together through diplo-
macy, flattery, and similar means, which diminishes
the team’s effectiveness in combat and its overall
efficiency.

The Brain Trust usually doesn’t Hunt heroes;
the Overbrain doesn’t see much gain in that. Only
when someone sufficiently bruises his intellectual
vanity, such as by beating him repeatedly or “claim-
ing credit for my work” (as he sees it), is he likely to
turn his attention to that person on a regular basis.

THE OVERBRAIN

Val Char Cost Roll Notes

0 STR -10 9- Lift 25 kg; 0d6 [1]
10 DEX 0 11-  OCV: 3/DCV: 3
20 CON 20 13-

10 BODY 0 11-

30 INT 20 15- PER Roll 15-

30 EGO 40 15- ECV: 10

20 PRE 10 13- PRE Attack: 4d6

4 COM -3 10-

8 PD 8 Total: 20 PD (12 rPD)
8 ED 4 Total: 20 ED (12 rED)
6 SPD 40 Phases: 2,4,6,8,10,12
4 REC 0

40 END 0

30 STUN 10 Total Characteristics Cost: 139

Movement: Running: 07/12”

Flight: 12”/24”

Cost Powers END
60  Brainpower: Multipower, 60-point reserve

12m 1) Brainwashing: Mind Control 12d6 6
12m 2) Brainscapes: Mental Illusions 12d6 6
12m 3) Brainwaves I: Ego Attack 6d6 6
12m 4) Brainwaves II: Ego Attack 3d6,
Continuous (+1) 6

12m 5) Brainwaves III: Ego Attack 3d6, Does
Knockback (+%), Double Knockback (+%) 6
12m 6) Brainblast: RKA 2d6, BOECV
(Mental Defense applies; +1) 6
15  Brainwashing: Mind Control +6d6;
Increased Endurance Cost (x3 END; -1) 9
30  Brainpower: Elemental Control,
60-point powers
60 1) Brainspeech I: Telepathy 12d6,

Reduced Endurance (0 END; +%) 0
30  2) Brainscan: Mind Scan 12d6 6
30  Brainspeech II: Mind Link (any eight

minds at once) 0

60  Telekinetic Power: Telekinesis (20 STR),
Fine Manipulation, Reduced Endurance
(0 END; +%) 0
54  Telekinetic Force Field: Force Field
(12 PD/12 ED/12 Power Defense),

Reduced Endurance (0 END; +%5) 0
14  Awesome Mental Strength: Mental
Defense (20 points total) 0

120  Telekinetic Force Field: Physical and
Energy Damage Reduction, Resistant, 75% 0
36  Telekinetic Flight: Flight 12”, Reduced
Endurance (0 END; +%) 0
-12 No Legs: Running -6 (0” total)
-2 No Legs: Swimming -2” (0” total)
34  Neurosense: Spatial Awareness (no
Sense Group), Increased Arc Of Perception
(360 Degrees), Range, Telescopic (+4 versus
Range Modifier) 0

Perks
15  Money: Filthy Rich

Talents
5 Eidetic Memory
3 Lightning Calculator
20  Universal Translator 15-
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THE OVERBRAIN
PLOT SEEDS

The Overbrain wants

a more intimidating
physical presence, so he
decides to build himself
a suit of powered armor
with a duplicate of his
neuro-preservation tank
in the chest and head.
First he has to steal
some raw materials and
technological compo-
nents he needs to make
the suit just right. If the
heroes can’t figure out
what the strange thefts
are all about and stop
him, soon he’ll be the
Iron Overbrain, with
weaponry to match his
psionic might!

Eager to prove to the
world that he’s far
smarter than his old
adversary Dr. Silverback,
the Overbrain kidnaps
him and arranges to
break in on the Super
Bowl with a broadcast of
a special “game show™:

a trivia contest between
the two super-geniuses.
Every time Dr. Silver-
back gets a question
wrong, a tiny amount of
a drug is injected into
him. If he gets enough
of it, he dies. The heroes
have to figure out where
the Overbrain’s broad-
casting from and get
there in time to save

Dr. Silverback... and let
people find out who's
winning the game.

The Overbrain chal-
lenges Dr. Destroyer

to a “chess game”” The
“pieces” are various per-
sons, organizations, and
nations. To “move” one,
a player has to make it
engage in some agreed-
upon behavior. It’s up
to the heroes to figure
out the plot and put a
stop to it before the two
villains spark World
War II1.
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Skills

+4 with Mental Powers

Brain-Sized: +6 DCV

Telekinetic Blocking And Dodging: +4 DCV;
Costs Endurance (-%) 2

— W N
w o o

Computer Programming 15-
Criminology 15-
Cryptography 15-

Deduction 15-

Demolitions 15-

Electronics 15-

High Society 13-

Inventor 15-

Mechanics 15-

Paramedics 15-

Persuasion 13-

PS: Play Chess 15-

Systems Operation 15-

Scholar

1) KS: Art History 15-

2) KS: History 15-

3) KS: Literature 15-

4) KS: Politics And Current Events 15-
5) KS: The Scientific World 15-
6) KS: The Superhuman World 15-
Scientist

1) SS: Astronomy 15-

2) SS: Biology 15-

3) SS: Chemistry 15-

4) SS: Genetics 15-

5) SS: Materials Science 15-

6) SS: Mathematics 15-

7) SS: Medicine 15-

8) SS: Physics 15-

9) SS: Psychology 15-

10) SS: Robotics 15-

11) SS: Superhuman Biology 15-
12) SS: Surgery 15-

Total Powers & Skills Cost: 788
Total Cost: 927
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200+ Disadvantages

10  Physical Limitation: Tiny (.25m; +9” KB)
(Frequently, Slightly Impairing)

15  Physical Limitation: Very Limited
Manipulation (Frequently, Greatly Impairing)

5 Physical Limitation: Depends On Machines
For Speech And Normal Senses (Infre-
quently, Slightly Impairing)

20  Hunted: UNTIL 8- (Mo Pow, NCI, Capture)

20  Hunted: various superhero teams 8-
(Mo Pow, NCI, Capture)

15  Psychological Limitation: Megalomaniacal;
Wants To Rule The World (Common, Strong)

15  Psychological Limitation: Intellectual Vanity;
Thinks He’s Smarter Than Everyone Else,
And Will Prove It If Necessary (Common,
Strong)

15  Social Limitation: Secret Identity (Crandall
Herzog) (Frequently, Major)

20  Vulnerability: 2 x Effect from Chemicals/
Drugs/Gases/Poisons (Common)

592  Experience Points

Total Disadvantage Points: 927
Background/History: See above.

Personality/Motivation: The Overbrain’s behavior

is driven primarily by his intellectual vanity and
desire to control others (and, ultimately, to rule the
world). He always had a strong streak of arrogance,
but becoming a superpowered living brain has sent
it into overdrive. He’s convinced that he’s intel-
lectually superior to everyone else on the planet,
and that he deserves to control Earth and all its
people. As some heroes have learned, it's sometimes
possible to distract him from his schemes with an
intellectual challenge, even something as simple as
a game of chess, a particularly difficult puzzle, or a
trivia contest.

Quote: “Ha! You fool! No one of your minuscule
intellectual capacity could possibly hope to thwart
the plans of the Overbrain!”
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Powers/Tactics: Freeing his mind from his body
gave Crandall Herzog significant psionic and
telekinetic powers. While he’s no Menton, he can
take control of others’ minds with ease, commu-
nicate telepathically, generate psionic illusions,
and move objects with psychokinetic force. He
can also use his telekinetic powers to levitate and
protect himself.

But these powers come at a significant price.
Lacking limbs, the Overbrain cannot exert strength,
walk, or swim. If he needs to manipulate objects,
he has to use telekinesis or waldoes he can operate
with mental power. Lacking a mouth, he cannot
speak; he communicates either telepathically, or
through a “speech box” that he attaches to his
neuro-preservation tank or carries with him via
Telekinesis. The box creates a rasping, obviously
electronic speech that many people find chilling
(an effect he enjoys). Nor can he eat or drink; he
derives nutrition from the chemical soup in his
neuro-preservation tank. He has to spend as much
time in the tank as ordinary people do eating, and
at roughly the same intervals, or begin to suffer the
effects of starvation. And since chemical or drug-
based attacks can affect his brain directly, they tend
to affect him more strongly.

In combat the Overbrain prefers to use his
Mind Control; he finds making people his pup-
pets immensely satisfying. He tends to fight
cautiously, taking full advantage of his powers’
Line Of Sight range; the thought of being hurt
or captured both frightens and infuriates him, so
he’s quick to cut and run if a battle starts to go
against the Brain Trust.

Campaign Use: The Overbrain is sort of a master
villain-in-the-works. While he can’t match the
personal power of Dr. Destroyer or Gravitar, he’s
got enough, and his ambition is the equal of any
other villain’s on the planet. His main focus right
now is building up his resources, since he’s not
fool enough to think he can conquer Earth with-
out an army of minions, dozens of hidden bases,
and the like.

If you want to make the Overbrain more of
a true master villain, ramp up his mental powers
until he’s just about the equal of Menton. You may
also need to buy an Endurance Reserve or make the
powers cost no END, since he has relatively little
END as currently written. To weaken him, remove
the Reduced Endurance (0 END) from his powers
so he can’t use them as frequently.

The Overbrain is only likely to Hunt someone
who grossly insults his intelligence or consistently
bests him in intellectual matters. His goal in this
case won't be to destroy his target, but to outdo
and humiliate him in ways that prove who'’s got the
most brainpower.

Appearance: The Overbrain is a slightly larger than
normal human brain that lives independently of

a human body. While it can levitate itself and fly
around using its telekinetic powers (in which case
it’s surrounded by a faint, smoky green “haze” light
effect), it normally resides in a tank of bubbling
greenish-yellow nutrient fluid.
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APE-PLUS
PLOT SEEDS

The classic Ape-Plus
plot: Ape-Plus wants to
fight Dr. Silverback one-
on-one to prove who's
superior. Somehow his
plan to do this endan-
gers a lot of people or
involves the PCs, so they
have to respond and
deal with the situation.

Ape-Plus learns about
the Kingdom of the
Apes (see Champions
Universe: News Of The
World) and decides he
should be its king. If
the heroes don’t stop
him, he’ll give the intel-
ligent apes there access
to modern weaponry
and lead them on a
campaign of conquest
in central Africa.

During a battle, Ape-
Plus gets separated
from the rest of the
Brain Trust after suf-
fering a nasty blow to
the head. He gets lost
and develops amnesia.
When next seen he’s
wearing a little red cap
and vest and working
as Foxbat’s sidekick....

APE-PLUS

Val Char Cost Roll Notes

30 STR 20 15-  Lift 1,600 kg; 6d6 [3]
21 DEX 33 13-  OCV: 7/DCV: 7
25 CON 30 14-

15 BODY 10 12-

20 INT 10 13- PER Roll 13-

15 EGO 10 12- ECV: 5

20 PRE 10 13-  PRE Attack 4d6

7 COM -1 11-

10 PD 4 Total: 28 PD (21 tPD)

10 ED 5 Total: 28 ED (21 rED)

5 SPD 19 Phases: 3,5,8,10,12

11 REC 0

50 END 0

50 STUN 7 Total Characteristics Cost: 157
Movement: Running: 6”/12”

Swimming: 0”/0”

Cost Powers END
75  Weapons And Gadgets: Variable Power
Pool, 60 base + 30 control cost; OAF (-1) 0
45 Blaster Pistol: Multipower, 60-point
reserve, 60 Charges for entire reserve
(+%); OAF (-1) [60]
3u 1) Standard Setting: Energy Blast 12d6;
OAF (-1)
2u  2) Lethal Setting: RKA 2d6, Armor
Piercing (+%), +2 Increased STUN
Multiplier (+%); OAF (-1), Requires
3 Charges Per Use (-%)
30  Grenades: Energy Blast 12d6, Explosion
(+%2); OAF (-1), Range Based On STR
(-%), 6 Charges (-%) [6]
7 Conditioned Strength: +10 STR; Only When
Directly Protecting The Overbrain (-1%) 1
10  Arm Swing: HA +3d6; Hand-To-Hand

Attack (-%) 1
8 Bite: HKA %d6 (1d6+1 with STR);

Reduced Penetration (-%4) 1
7 Roar: +15 PRE; Incantations (-%), Only

For Fear-Based Presence Attacks (-1) 0

40  Force Shield Belt: Force Field
(18 PD/18 ED/4 Power Defense), Reduced

Endurance (0 END; +%); OIF (-1%%) 0
3 Thick Skin: Damage Resistance
(3 PD/3 ED) 0

-2 Nonswimmer: Swimming -2”
3 Heightened Senses: +1 PER with all

Sense Groups 0
5 Feet Like Hands: Extra Limbs (2) 0
Talents

5 Eidetic Memory
3 Lightning Calculator

Skills
10 +1 Overall
10 +2 with Ranged Combat
4 +2 OCV with Arm Swing
+2 OCV with Blaster Pistol

Acrobatics 13-
Breakfall 13-
Climbing 13-
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Combat Driving 13-
Computer Programming 13-
Demolitions 13-

Electronics 13-

Gambling (Card Games) 8-
Inventor 8-

KS: The Superhuman World 11-
Lockpicking 13-

Mechanics 13-

Power: Gadgeteering 18-
Security Systems 13-

Stealth 13-

Survival (Tropical) 13-
System Operations 13-
Scientist

1) SS: Biology 13-

2) SS: Chemistry 13-

3) SS: Physics 13-

4) SS: Robotics 13-

Total Powers and Skills Cost: 338
Total Character Cost: 495

NNNNUJUJNUJUJ;UJUJN»—'»—'&»UJWW

200+ Disadvantages

15  Enraged: if takes BODY damage (Common),
go 11-, recover 14-

20  Hunted: UNTIL 8- (Mo Pow, NCI, Capture)

20  Hunted: various superhero teams 8- (Mo
Pow, NCI, Capture)

5 Physical Limitation: Inconvenient Size And
Proportions (Infrequently, Slightly Impair-
ing)

25  Psychological Limitation: Totally Loyal To
The Overbrain (Very Common, Total)

15  Psychological Limitation: Cruel And Sadistic
(Common, Strong)

195 Experience Points

Total Disadvantage Points: 495

Background/History: Ape-Plus was an ordinary
mountain gorilla until the day poachers captured
him. Ordinarily hed have gone to some zoo that
wasn’t picky about its sources of supply, but the
poachers got a better offer from a man working for
the Overbrain. After undergoing weeks of painful
tests and procedures, the gorilla became sentient.
Months of training and indoctrination followed
until he was Ape-Plus, the Overbrain’s most loyal
servant and bodyguard.

Personality/Motivation: Ape-Plus was created as a
mirror image of (and in the Overbrain’s eyes, an
improvement on) Dr. Silverback. It’s not as intel-
ligent or learned as Silverback, but possesses a
craftiness and cunning the simian hero lacks... and
it’s got more brute strength and speed to back up
its guile. Where Silverback is kind and heroic, Ape-
Plus is a savage killer who serves only the Over-
brain, not some lofty principles.

Quote: ::simian snarl:: “Do not mistake me for some
animal! The mind is as strong as the body... and the
body is strong enough to tear you limb from limb.”

Powers/Tactics: Ape-Plus possesses the strength,
speed, and endurance of a mountain gorilla who
engages in intensive regular exercise after having
been genetically, chemically, and surgically
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“improved” by the Overbrain. Compared to most
humans he has a genius intellect, which he’s been
trained to use in scientific pursuits. In addition
to his standard equipment (a blaster pistol, six
energy grenades, and a force-field belt), Ape-Plus
can concoct all sorts of gadgets from the spare
parts it carries.

In combat Ape-Plus prefers to engage foes in
HTH Combat and pummel them to death with its
large fists... but he’s smart enough to know that’s
usually a poor use of his skills, and conditioned
enough to not want to leave the Overbrain vulner-
able to attack. Thus, he usually hangs back with the
Overbrain (or as close to him as he can get) and
uses his Blaster Pistol and other weapons to attack
from Range. If circumstances permit he’ll come to a
battle prepared with a weapon or two designed spe-
cifically for that encounter. See Gadgets And Gear
for dozens of example gadgets he could have.

Campaign Use: Ape-Plus mainly serves as a body-
guard and Gorilla Friday for the Overbrain, a role
he’s been conditioned to serve. You might be able to
create some interesting stories (or story elements)
playing off his duality with Dr. Silverback, or
addressing what happens if his conditioning starts
to weaken or fade.

To make Ape-Plus tougher, you have several
options. First, you can increase the size of his
Gadget Pool so he can have more weapons and gear
available to him at once. Second, you can empha-
size his brute strength and bestial nature by giving
him various abilities involving HTH Combat, such
as an HKA representing the power to literally tear
people limb from limb or snap their necks.

Ape-Plus doesn’t Hunt anyone unless ordered to
by the Overbrain, in which case he follows orders.

Appearance: Ape-Plus is a large mountain gorilla
given human sentience. He normally wears military
fatigue pants and a flak vest; he usually has a blaster
pistol holstered on his right hip and a few grenades
attached to the vest. He often smokes cheap cigars.
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BLACK MIST
PLOT SEEDS

The classic Black Mist
plot: the Sekiharas

and the Cult of the

Red Banner develop a
scheme to kill the Black
Mist (and perhaps to
further their other goals
at the same time). Some-
how this plot endangers
the city or puts many
lives at risk, so the
heroes have to stop it...
even if that means team-
ing up with the Black
Mist and the rest of the
Brain Trust!

The Black Mist learns
that various Japanese
artifacts held in private
and public collections
throughout the city can
be assembled to form a
message that directs the
reader to some ancient
source of lost ninja
knowledge. Eager to

lay his hands on these
secrets, he begins steal-
ing the items. The heroes
have to discern what he’s
up to and stop him.

When the Cult of the
Red Banner launches a
scheme to destroy the
world, the Black Mist
decides he’s no more
interested in having it
succeed than he was

in working for it. He
approaches the PCs with
an offer to help them
fight the Cult by provid-
ing secret information
regarding its inner
workings... in exchange
for a full pardon for
himself and the rest

of the Brain Trust, of
course.

BLACK MIST

Val Char Cost Roll Notes
15 STR 5 12-  Lift 200 kg; 3d6 [1]
23 DEX 39 14- OCV: 8/DCV: 8
20 CON 20 13-
15 BODY 10 12-
18 INT 8 13-  PERRoll 13-
15 EGO 10 12- ECV:5
20 PRE 10 13- PRE Attack: 4d6
10 COM 0 11-
12 PD 9 Total: 24 PD (12 tPD)
12 ED 8 Total: 24 ED (12 rED)
5 SPD 17 Phases: 3,5,8,10,12
10 REC 6
40 END 0
40 STUN 7  Total Characteristics Cost: 149
Movement: Running: 97/18”
Leaping: 97/18”
Swimming: 47/8”
Cost Powers END
12 Ninja-to: HKA 1%2d6 (2Y2d6 with STR);
OAF (-1) 2
10 Shuriken: RKA 1d6, Autofire (3 shots; +%),
9 Recoverable Charges (+%); OAF (-1),
Range Based On STR (-%4) [9rc]
25  Ninja Mind Control: Mind Control
10d6; Concentration (%2 DCV throughout
use; -%), No Range (-%%) 5
Martial Arts: Ninjutsu
Maneuver OCV DCV Notes
4 AtemiPunch -1 +1 3d6 NND(1)
4 Block +2  +2  Block, Abort
4 ChokeHold -2 +0  Grab One Limb,
3d6 NND(2)
4 Dodge — +5 Dodge, Affects
All Attacks,
Abort
5 Kick -2 41  9d6 Strike
4 Knife Hand -2 40 2d6HKA (2
DCQC)
4 Punch +0 +2  7dé6 Strike
5 Takeaway +0 +0  Grab Weapon,
35 STR to take
weapon away
3 Throw +0 41  5d6 +v/5; Target
Falls
8 +2 Damage Classes (already added in)
2 Use Art with Blades, Staffs
24  High-Tech Concealed Ninja Armor: Armor
(12 PD/12 ED); OIF (-%) 0
27  Black Mist Form: Desolidification
(affected by air/wind and cold); Cannot
Pass Through Solid Objects (-%2) 4
3 Strong Leaper: Leaping +6” (9” forward,
5” upward) 1
6 Strong Runner: Running +3” (9” total) 1
2 Strong Swimmer: Swimming +2” (4” total) 1
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Talents
Lightsleep

Skills

+2 with All Combat
+2 with Ninjutsu
+2 with Ninja-to

Acrobatics 14-

Ukemi: Breakfall 14-

Climbing 14-

Intonjutsu: Concealment 13-

Tonjutsu: Contortionist 14-

Defense Maneuver IV

Henshojutsu: Disguise 13-

Iaijutsu: Fast Draw (Common Melee
Weapons) 14-

KS: The Espionage World 8-

KS: The Military/Merc./Terrorist World 8-
KS: Ninjutsu 13-

KS: The Superhuman World 8-

Language: English (fluent conversation;
Japanese is Native)

Language: Ninja Clan Codes & Symbols
(fluent conversation)

Lockpicking 14-

PS: Ninja 14-

SS: Pharmacology/Toxicology 13-
Security Systems 13-

Shadowing 13-

Sleight Of Hand 13-

Shinobi-iri: Stealth 14-

Streetwise 13-

TF: Ninja Water-Walking Devices, Small
Rowed Boats

WE: Common Melee Weapons, Common
Martial Arts Melee Weapons, Common Mis-
sile Weapons, Garrote, Blowgun, Fukimi-bari

Total Powers & Skills Cost: 272
Total Character Cost: 421

200+ Disadvantages

10

25

20
20

15

20

15

96

Distinctive Features: Style (Not Conceal-
able; Always Noticed And Recognizable;
Detectable By Large Group)

Hunted: Sekihara ninja clan and the Cult
of the Red Banner 11- (Mo Pow, NCI, Kill)
Hunted: UNTIL 8- (Mo Pow, NCI, Capture)
Hunted: various superhero teams 8-

(Mo Pow, NCI, Capture)

Psychological Limitation: Loyal To The
Overbrain (Common, Strong)
Psychological Limitation: Casual Killer
(Very Common, Strong)

Psychological Limitation: Greedy;
Mercenary Attitude (Common, Strong)
Experience Points

Total Disadvantage Points: 421
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Background/History: The man who would become
known to the world as the Black Mist was born
into the mysterious Sekihara clan of Japan. For
countless centuries the Sekihara had lived in deep,
hidden places and served the infamous Cult of the
Red Banner (see Champions Universe, page 128).
Like other clan children, he was tested in various
ways until he was six years old, and based on those
tests he was assigned to ninja training.

For over a dozen years he worked, and
sweated, and bled to learn the skills of the Sekihara
ninja, including the simplest of their ninja magics
(such as the ability to transform into a cloud of
dark mist, or to steal the will of others). When he
had completed his training satisfactorily, the clan

sent him into the world to work the will of the Cult.

And that was a mistake. Exposure to the
greater world intrigued and enthralled him, and he
soon decided he had no interest in serving some
bizarre, nihilistic religious sect for the rest of his
life. He wanted all the wealth and excitement the
world had to offer. He defected from the clan and
became a mercenary, offering his hard-won skills to
the highest bidder.

One day the Black Mist received an offer
of employment from a new contractor. Eager to
expand his sources of income, he went to the meet-
ing... only to find his mind ensnared by the Over-
brain! Over several weeks the Overbrain broke his
will completely, until his only wish was to serve not
himself, but the master of the Brain Trust.

Personality/Motivation: Like the other members of the
Brain Trust, the Black Mist is loyal to the Overbrain,
but his loyalty isn't quite as strong. His powerful mind
and years of ninja training make it harder for the
Overbrain to dominate him psionically. To keep from
straining his “conditioning;” the Overbrain is careful
not to give the Black Mist any orders hed object to
too strongly, and always tries to “sweeten the deal” by
pointing out how much the ninja stands to gain —
even now, as a member of the Brain Trust, he remains
greedy and mercenary, interested most in what he has
to gain out of any mission.

Quote: None. The Black Mist rarely speaks at all;
when he does, his voice is rusty from disuse.

Powers/Tactics: The Black Mist is a highly trained
ninja with a wealth of skills pertaining to deception,
infiltration, subterfuge, and assassination. He can pick
locks, disguise himself to look like someone else, pass
undetected through guarded areas, and strike kill-

ing blows. But more than that, he knows two of the
ancient mystical secrets taught to the Sekihara by the
Cult of the Red Banner: the power to transform him-
self into a black mist (hence his name); and the ability
to control others’ minds. He left the Sekihara before
he could learn any others, but hed love to expand his
arcane repertoire.

The Black Mist prefers to open combat with an
ambush or surprise attack; he functions best that
way. In open battle he relies on his Martial Arts and
ninja-to sword, keeping most of his Combat Skill
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Levels in DCV to protect himself. One of his favor-
ite tricks is to transform into a mist and pretend to
flee, then double back to attack his foe from behind.

Campaign Use: The Black Mist gives the Over-
brain a subtle servant with which to implement his
schemes. The PCs aren’t likely to see the Black Mist
until he wants them to... at which point it’s probably
too late for them.

To make the Black Mist tougher, you can take
several approaches. First, you can give him more
ninja gadgets and weapons, perhaps even mystical
ones. Second, you can give him more ninja magi-
cal powers, such as the ability to become invisible,
to kill people with just a touch, to sense danger, or
the like. (See The Ultimate Martial Artist and Ninja
Hero for plenty of ideas along both lines.) If he’s
already too tough for your campaign, reduce his
DEX to 20 and SPD to 4.

The Black Mist doesn’t Hunt anyone unless
ordered to by the Overbrain, in which case he fol-
lows orders.

Appearance: The Black Mist is a classic ninja

— he’s a Japanese male of average height, but you
can't see his features due to his black ninja garb,
mask, gloves, and tabi boots. He carries a ninja-
to sword, shuriken, and other weapons and tools
of the ninja’s trade.
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LYNX PLOT SEEDS

The catgirl side of Lynx’s
personality begins to
become more and more
dominant. The heroes
have to figure out who's
behind the recent rash
of pet-store break-ins
and stop her before she
eats more innocent par-
rots and finches.

Lynx’s transformation
starts to unravel; she
begins to become more
and more human, and
it’s possible that if the
process isn't stopped
and reversed, she’ll
die. She has to commit
a series of crimes to
obtain the rare materi-
als and instruments
the Overbrain needs to
perform the operation.
Once the PCs figure
out what’s going on,
will they condemn her
to a loss of powers and
possible death, or let
the operation go on

as planned (in which
case the Overbrain
will almost certainly
strengthen his hold
over her)?

Lynx kidnaps and
imprisons Lynx the
singing star and takes
her place on a world
tour. The heroes have to
determine that a switch
has taken place (perhaps
with the help of singing
star Lynx’s most enthu-
siastic fans) and find
and free the musician.

LYNX

Val Char Cost Roll Notes
20 STR 10 13-  Lift 400 kg; 4d6 [2]
23 DEX 39 14- OCV: 8/DCV: 8

20 CON 20 13-
15 BODY 10 12-
10 INT 0 11- PERRoll 11-
10 EGO 0 11- ECV: 3
15 PRE 5 12-  PRE Attack: 3d6
16 COM 3 12-
10 PD 9 Total: 13 PD (5 rPD)
10 ED 9 Total: 13 ED (5 rED)
6 SPD 27 Phases: 2,4,6,8,10,12
8 REC 0
40 END 0
40 STUN 5 Total Characteristics Cost: 137
Movement: Running: 97/18”
Leaping: 10”/20”
Cost Powers END
22 Claws: HKA 1d6 (2d6 with STR),
Reduced Endurance (0 END; +%%) 0

10  Fang-Like Teeth: HKA 1 point (¥2d6 with
STR), Armor Piercing (+%2), Reduced
Endurance (0 END; +%) 0

7 Inspires Panic: +15 PRE; Only For Fear-/
Intimidation-Based Presence Attacks (-1) 0

2 Tough Skin: Damage Resistance
(2 PD/2 ED)

6 Runs Like A Cat: Running +3” (9”total) 1

9 Combat Running: Running +97; Only To

Make Half Moves In Combat (-1) 2
6 Leaps Like A Cat: Leaping +6”
(10” forward, 5” upward) 1
6 Animalistic Senses: +2 to PER Rolls
with all Senses 0
5 Cat’s Eyes: Nightvision 0
Talents
6 Combat Luck (3 PD/3 ED)
Skills
10 +2 HTH
4 +2 OCV with Claws
10 +2DCV

3 Acrobatics 14-
3 Breakfall 14-

3 Climbing 14-

1 Computer Programming 8-

3 Conversation 12-

7 KS: Anime And Manga 16-

3 KS: Anime And Furry Fandom 12-

1 Language: Japanese (basic conversation;
English is Native)

Persuasion 12-

Seduction 12-

Shadowing 11-

Stealth 14-

Tracking 11-

Total Powers & Skills Cost: 142
Total Cost: 279
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200+ Disadvantages

20  Hunted: UNTIL 8- (Mo Pow, NCI, Capture)

20  Hunted: various superhero teams 8- (Mo
Pow, NCI, Capture)

20  Psychological Limitation: Loyal To The
Overbrain (Common, Total)

15  Social Limitation: Secret Identity (Felicia
Murrow) (Frequently, Major)

10  Susceptibility: takes 2d6 instantly from
Hearing Group Flashes and similar intense,
loud noises (Uncommon)

Total Disadvantage Points: 285

Background/History: Ever since she can remember,
Felicia Murrow’s been a rabid fan of anime (Japa-
nese animation and cartoons) and manga (Japanese
comic books). She watched and read them for
hours a day, and even studied Japanese enough that
she could follow most of what was said or written
without the need for subtitles. Her favorite char-
acters were the “catgirls,” the half-woman half-cat
characters found in so many of these stories. She
often daydreamed about being one.

One day Felicia heard a rumor that there was a
doctor who could transform a willing woman into a
catgirl through advanced surgical procedures... but
no one seemed to know anything definite. Deter-
mined to find out if there was a kernel of truth to
the tales, Felicia journeyed into the deepest, darkest
recesses of anime and furry fandom, getting close
to anyone who seemed likely to know anything and
probing them for information. It wasn’t the most
pleasant of tasks, but it was the only way to find out
the truth. And her hard work paid off. Eventually
she found a fan who, after much persuasion, gave
her a name: Robert Tanner.

When she finally tracked down Dr. Tanner,
he agreed to perform the transformative surgery
in exchange for a substantial up-front cash pay-
ment... but there were no guarantees. She could
end up hideously maimed; the procedure wasn’t
fully tested and didn’t always work as hoped. But it
was her only chance, so she had to take it. She had
to commit several robberies to earn the cash, but
when she had enough for Tanner’s payment, she
went under the knife.

Unbeknownst to Felicia, Dr. Tanner was just
a puppet of the Overbrain — one of many doc-
tors and scientists he kept under semi-permanent
mental control to help him with his experiments.
Sensing that Felicia might make a useful minion,
the Overbrain assisted Dr. Tanner to increase the
chances of success.

And the procedure worked! Felicia awoke to
find herself with catgirl features, and over the next
few weeks she grew catgirl fur over her entire body.
But the Overbrain had altered her mentally as well
as physically, and now she felt as strong a compul-
sion to serve him as she'd felt to become a catgirl in
the first place.
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Personality/Motivation: Of all
the Brain Trust, Lynx (not to
be confused with the Beast
Mountain-based singing star
of the same name) is prob-
ably the most “normal” in
terms of attitude and outlook.
(In fact, sometimes she’s a
little bothered about always
hanging out with a such a
freakish group.) If not for her
genetically-instilled loyalty to
the Overbrain, she probably
wouldn’t be a criminal at all.
When not working on one

of his schemes, she spends
her time indulging her rabid
obsession with anime and
manga; occasionally she even
attends a convention by pre-
tending that she’s wearing a
catgirl costume.

Quote: “Don’t forget... cats
have claws”

Powers/Tactics: As youd
expect of a catgirl, Lynx is fast,
agile, graceful, and seductive.
She can move around the
battlefield easily thanks to her
SPD, Combat Running, Leap-
ing, and Acrobatics, so she
rarely just stays put and slugs
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it out with a single opponent.

She relies on her claws and fangs for the most part,
but she can punch pretty hard if she doesn’t want to
seriously hurt her foe. She can also fall back on her
“feminine charms” if necessary.

Campaign Use: Lynx provides a way to introduce
romantic subplots into games involving the Brain
Trust. She’s very likeable compared to her team-
mates, isn’t really a bad person, could easily be
reformed if her genetic conditioning were broken,
and is quite attractive.

To make Lynx tougher, remove her Suscepti-
bility and give her some other cat-powers, such as
Mind Control over cats and the ability to Summon
cats. You could also give her more Combat Skill
Levels or some Martial Arts (usable both with fists

and claws). To weaken her, reduce her SPD to 5 and
remove her Levels with Claws.

Lynx doesn’t Hunt anyone unless ordered to by
the Overbrain, in which case she follows orders.

Appearance: Lynx is a cat-girl in the traditional
image: she’s an attractive, well-proportioned
woman with short, soft, gold-colored fur over her
body, tiny cat’s ears poking up through her long,
luxurious black hair, claw-like fingernails, feline
eyes, and a tail. Her costume is a two-parter, both
parts red: the bottom half is more or less the
same as the bottom part of a bikini; the top part
is sort of like a sports bra, with coverage from
just below the breasts to a little below the neck,
with nothing on the arms.

25
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MR. ZOMBIE
PLOT SEEDS

The classic Mr. Zombie
plot seed: his family
sees him on TV, notices
a resemblance, and
appeals to the PCs to
find out if he’s really
their beloved husband
and father... and if so,
whether he can be saved.

After the Overbrain tries
to increase Mr. Zombie’s
powers by exposing him
to more byproducts of
the artificial life experi-
ments, Mr. Zombie
becomes a fifty-foot-tall
rampaging monster
determined to destroy
the city! The heroes
have to stop him — but
unless they can figure
out where he got his
new powers (and thus
how to “reverse” the pro-
cess), the odds are not in
their favor.

A DEMON Morbane
decides he wants to create
a team of flunkies based
on classic movie villains,
and that Mr. Zombie
would make a perfect
candidate. His Demon-
hame and the Brain Trust
begin fighting a war in
the streets of the cam-
paign city, and innocent
people are getting hurt

— time for the heroes to
put a stop to it!

MR.ZOMBIE

Val Char Cost Roll Notes

40 STR 30 17-  Lift 6,400 kg; 8d6 [4]
10 DEX 0 11-  OCV: 3/DCV: 3
40 CON 60 17-

20 BODY 20 13-

8 INT -2 11- PERRoll11-

10 EGO 0 11- ECV: 3

20 PRE 10 13- PRE Attack: 4d6

6 COM -2 10-

24 PD 16 Total: 24 PD (15 rPD)

20 ED 12 Total: 20 ED (15 rED)

4 SPD 20 Phases: 3,6,9,12

20 REC 8

80 END 0

60 STUN 0 Total Characteristics Cost: 172
Movement: Running: 47/8”

Leaping: 17/2”

Cost Powers END
8 Nails: HKA 1%d6 (1d6+1 with STR);
Reduced Penetration (-%4)

Teeth: HKA 1 point (¥2d6 with STR) 1
15  Zombie’s Body: Damage Resistance

(15 PD/15 ED) 0
30  Zombies Body: Physical Damage

Reduction, Resistant, 50% 0
15 Zombies Body: Energy Damage

Reduction, Resistant, 25% 0
18  Zombie’s Mind: Mental Defense

(20 points total) 0

45  Undead Vitality: Life Support: Total 0
-4 Slow: Running -2”

5 See At Night: Nightvision 0
Skills
30 +6HTH

3 Climbing 11-
3 Stealth 11-

Total Powers & Skills Cost: 173
Total Cost: 345

200+ Disadvantages

20  Hunted: UNTIL 8- (Mo Pow, NCI, Capture)

20  Hunted: various superhero teams 8- (Mo
Pow, NCI, Capture)

7 Physical Limitation: Reduced Leap, can only
leap 1” (Infrequently, Slightly Impairing)

15  Psychological Limitation: Thinks The Brain
Trust Is His Only Option (Common, Strong)

83  Experience Points

Total Disadvantage Points: 345

Hero System 5™ Edition Revised

Background/History: Robert Reynolds had a great
life — a good job, a loving wife, 2.5 kids, a dog,
house with a white picket fence, all the usual stuff.
Everything was going well... and then he found out
about the cancer. Too late to do anything about it,
his doctors said. It’s spread throughout your body.
I'm sorry, but our best estimate is six months.

They were right — six months later, Robert
Reynolds was dead. But he didn’t stay that way
for long.

Not far from the cemetery, the Overbrain
had a lab where hed been working on artificial life
experiments. They hadn’'t gone well, so hed aban-
doned the project. Over time, some of the materials
for and byproducts of his work leaked out of their
containment units and into the nearby ground.
Somehow they worked their way into Robert Reyn-
olds’s grave just a few days after he was buried.

Reynolds awoke with a start. He dimly remem-
bered bright lights, someone holding his hand,
rhythmic sounds behind his head. But none of
that mattered; what was important was that he was
apparently trapped in a cloth-lined box of some
sort — he had to get out! He raised his arms and
pushed... and to his astonishment the wood gave
way before him like it was made of paper. To his
confusion he discovered hed somehow been buried
alive, but he had the strength to deal with that. He
dug his way out of the grave in short order.

After hed made his way to the surface, Reyn-
olds felt a strange compulsion to walk over to
a nearby abandoned factory — the Overbrain’s
former lab. When he broke in he triggered a secu-
rity device, and soon the Overbrain showed up to
find out what was going on. It didn’t take long for
him to deduce why Reynolds was there and look-
ing like the walking dead... and not much longer to
convince Reynolds that he should become one of
the Overbrain’s minions.

Personality/Motivation: Mr. Zombie (a name chosen
for him by Lynx) is, to put it mildly, confused. He
can dimly, oh so dimly, remember his former life,
when he was “truly” alive, but he can’t recall any
useful details. He’s become one of the Overbrain’s
minions partly because the Overbrain has prom-
ised to help find out who he is and where he comes
from (a promise the Overbrain has no intention of
keeping), but mostly because he thinks there’s really
nothing else for him to do. He’s some sort of bizarre
freak now; he should be with other bizarre freaks.

Quote: None. Mr. Zombie rarely speaks in combat,
though his harsh, ragged breathing makes a distinc-
tive sound.

Powers/Tactics: Mr. Zombie isn't literally one of the
walking dead, but he’s a mighty close approxima-
tion. He’s immensely strong, feels very little pain,
enjoys eating his food raw, doesn’t need to breathe,
and for a superhuman moves slowly. He takes little
initiative in combat, preferring to simply follow
orders; left to himself hell usually Hold his Action
unless he’s got an obvious target (such as someone
who's attacking or has recently hurt him).
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Campaign Use: Mr. Zombie’s
main job is to serve as

the Overbrain’s “muscle”
(though as bricks go he’s
fairly weak — something the
Overbrain’s been working to
improve). His desire to find
out about his past may spark
a subplot or two, especially
if one of the PCs is a relative
or friend of his.

To make Mr. Zombie
tougher, assume the Over-
brain has succeeded in
“improving” him and make
him more of a standard
brick, with STR 60. To
weaken him, reduce his SPD
to 3 and Running to 3”.

Mr. Zombie doesn’t Hunt
anyone unless ordered to by
the Overbrain, in which case
he follows orders.

Appearance: Mr. Zombie
looks like a classical zombie
— he’s six feet tall with the
greyish flesh, sunken eyes,
and vacant expression of the
recently dead (though he’s
quite alive). He wears torn
and tattered clothing and usu-
ally walks with a slow shuffle.
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THE

CRIMELORDS

Membership: Dreadnaught, Morgaine the Mystic,
Starflare, Tiger Lily, Warhammer

Background/History: The Crimelords originated not
through some evil mastermind’s scheme, a bizarre
super-scientific accident, or an elaborately-planned
crime, but simply from love. Tiger Lily and Dread-
naught were both well-known mercenary villains,
it one day it happened that Holocaust hired them
both for a job. They felt a spark of attraction, and
soon they were arranging ways to work together
more often by recommending each other to poten-
tial employers. Finally they took the plunge and
started going out on dates, and in time attraction
blossomed into love.

Once they were a couple, the two super-crimi-
nals began offering their services as a pair. That
worked well for a while, but they eventually real-
ized that they’d be better off if they were part of a
team — that made them a better deal for potential
employers and allowed them to plan and execute
jobs of their own if they wanted to. Dreadnaught
thought up the name “the Crimelords” and the two
began looking for potential recruits.

Their first choice was Morgaine the Mystic, a
villainous supermage they'd worked with several
times and whod briefly been romantically involved
with them, but had drifted away. Intrigued by their
offer, Morgaine became the third member of the
new team. She suggested recruiting Starflare, a
mutant supervillain she'd recently teamed up with.
When he agreed to join, the group was four strong.

After some consideration, Dreadnaught
decided the team needed someone with techni-
cal skills. A powered armor villain hed worked
with on several occasions, Warhammer, had just
been captured and was coming up for a trial that
would almost certainly send him way for life.
The team attacked the convoy taking Warham-
mer to the courthouse, freed him, and volun-
teered to provide funding for him to rebuild his
armor if he'd join the team. The grateful War-
hammer accepted without hesitation.

Since then, the Crimelords have made a real
mark for themselves in the Superhuman World.
Willing to take on just about any job (though
they far prefer robberies and the like to missions
involving killing, significant violence, or threats
to the world), they’re known as competent, con-
fident, highly-skilled supercriminals who can get
the job done.

Group Relations: Since they often work as merce-
nary villains, the Crimelords try to maintain good
working relationships with just about anyone who
might hire them, from VIPER to master villains like
Gravitar and the Warlord. They make a point of not
stealing from or attacking potential employers.

The five members of the group get along
reasonably well, though there’s some unspoken
romantic tension. Tiger Lily and Dreadnaught
remain firmly committed to one another (they
often talk about getting married, though they never
seem to find the time to really do anything about
it). Morgaine is strongly attracted to Dreadnaught
and would like to steal him for herself... even if that
meant getting rid of Tiger Lily permanently. So far
she hasn’t found a safe way to do that, though. Both
Warhammer and Starflare are somewhat attracted
to Morgaine, but neither of them has ever managed
to get her to even give them the time of day.

The Crimelords decide what jobs to take, and
how to perform them, based on a strict majority
vote. Tiger Lily, as team leader, has the power to
decide what the team will and will not vote on, but
once the voting starts, her vote counts the same
as anyone else’s. A refusal to vote counts as a “no”
Since Tiger Lily and Dreadnaught almost always
vote the same, they usually just need one more
person to agree with them to get things their way. If
the group wanted to add members, it would either
have to add two (so that the overall number is odd
and there’s always a majority for one position or the
other) or change the way the voting works.

Tactics: The Crimelords have a good balance

of HTH and Ranged fighting ability — Tiger
Lily and Dreadnaught for HTH, Starflare and
Morgaine for Ranged, with Warhammer able to
fit into either category as needed. Usually the
ranged fighters provide cover fire so the HTH
fighters can get into position, then square off
against enemy ranged fighters or support the
HTH fighters as needed. The five members have
all practiced together a great deal (i.e., they have
the Teamwork Skill, and use it) and have devel-
oped an elaborate system of coded commands.
Tiger Lily is the team’s field commander and
general “leader”

Campaign Use: The Crimelords are a “generic” vil-
lain team, one that can do just about anything you
need or be anywhere you want them. Compared
to many villain teams they’re well-balanced, both
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personality-wise and in terms of powers, and that
makes them particularly effective. Though they’re
nowhere near as bloodthirsty as many villain
groups, they have no problem getting their hands
dirty if they have to.

You can make the Crimelords more effective
by adding members, though as noted above you'd
have to add two... and in any event, the five team-
mates work together so well that they'd be reluc-
tant to increase the team’s size unless the new
members seems particularly “simpatico” with the
group. Beyond that, your best bet for making the
team tougher is to give each of them a standard
set of gadgets developed by Warhammer. Just
give them gadgets that comnpensate for what-
ever weaknesses they have in light of how your
team works. To weaken the Crimelords, increase
the rifts between them — make Morgaine bit-
terly jealous of Tiger Lily and actively seeking
any opportunity to get rid of her or make her
position on the team unstable, and make both
Warhammer and Starflare willing to kill Dread-
naught so Morgaine will pay attention to them.

CRIMELORDS PLOT SEEDS

Tiger Lily and Dreadnaught finally decide to tie the
knot. They plan an elaborate underworld wedding,
with a guest list consisting of dozens of villains
they know, like, and can trust enough to invite.
Morgaine can’t stand the thought of losing Dread-
naught to Tiger Lily forever, so she sabotages the
event by secretly letting the PCs know it’s taking
place. (See Villainy Amok for information on super-
hero wedding scenarios... then apply its advice in
reverse, as needed.)

Someone has formed a villain team that looks just
like the Crimelords and acts just like the Crimelords
— but the Crimelords insist it’s not them. When the
PCs start investigating the matter, they offer to team
up to help prove their innocence.

VIPER decides that it wants to recruit the Crimelords
into Dragon Branch... whether they like that idea or
not. The Crimelords have held the snakes off for a
while, but the situation is becoming desperate (and
people are getting hurt whenever VIPER tries to cap-
ture them). They ask the PCs for help.

DREADNAUGHT

Val Char Cost Roll Notes

50 STR 40 19-  Lift 25 tons; 10d6 [5]
20 DEX 30 13-  OCV: 7/DCV: 7

50 CON 80 19-

30 BODY 40 15-

13 INT 3 12- PER Roll 12-

10 EGO 0 11- ECV: 3

25 PRE 15 14- PRE Attack: 5d6

14 COM 2 12-

45 PD 35 Total: 45 PD (45 rPD)
45 ED 35 Total: 45 ED (45 rED)
5 SPD 20 Phases: 3,5,8,10,12
20 REC 0
100 END 0
80 STUN O Total Characteristics Cost: 300
Movement: Running: 6”/12”

Leaping: 207/40”

Cost Powers END
50  Brick Tricks: Multipower, 50-point reserve
lu 1) Augmented Haymaker: HA +6d6;
Hand-To-Hand Attack (%), Only
When Using Haymaker To Punch (-1) 3
2u  2) Bearhug: Energy Blast 5d6, NND
(defense is Life Support [Self-Contained
Breathing]; +1); Must Follow Grab (-12),
No Range (-%2), Requires A Brick Tricks
Roll (-%), Side Effects (if character fails
roll, opponent takes character’s full STR
damage; -%4) 5
2u  3) The Big Wrap-Up: Entangle 5d6, up
to 5 DEF; OIF (appropriate materials
of opportunity; -1), No Range (-%),
Extra Time (at least a Full Phase, and
often longer, depending on how long it
takes to get the materials; -%2), Defense
Depends On Materials Used (-%2), Side
Effect (may cause considerable damage
to the environment; -0) 5
2u  4) Tenpins Punch: Double Knockback
(+%) for up to 50 STR; Requires A Brick
Tricks Roll (-%2), Increased Endurance
Cost (x2 END; -1%) 8
2u  5) Flick Of Unconsciousness: Energy
Blast 5d6, NND (defense is Lack Of
Weakness on defenses covering the head,
or any innate rPD protecting the head;
+1); No Range (-%2), Requires A Brick
Tricks Roll (-%), Side Effects (if character
fails roll, opponent takes character’s full
STR damage; -14) 5
2u  6) Shockwave: Explosion (+%2) for up
to 50 STR, Hole In The Middle (the hex
the character stands in when he uses the
power; +%); Only Affects Targets On
The Ground (-%4), Extra Time (Full
Phase; -12), Only Does Knockdown, Not
Knockback (-0) 3
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DREADNAUGHT
PLOT SEEDS

Dreadnaught wakes up
one day and discovers
that he’s begun to rust!
Since the Crimelords
don’t have a superscien-
tist who can help him
figure this out, he turns
to the PCs for assistance.

One of the victims of
Dreadnaught’s high
school rampage has
grown up to be a genius
scientist who's confined
to a wheelchair due to
the injuries he suffered
at Dreadnaught’s hands.
Now, years of plotting
revenge have come to
fruition in the form of

a robot army designed
to seek out and destroy
the metallic supervillain.
Unfortunately the robots
aren’t particularly picky
about whom they hurt
or what they destroy
while they search for
their quarry....

After losing a brawl to
a stronger superhero,
Dreadnaught decides
the time has come to
“power up.” He goes to
the fiendish geneticist
Teleios for help... but
Teleios’s price is that
Dreadnaught has to get
the Crimelords to do
him “a favor” when he
asks for it. What could
Teleios have in mind....?
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2u 7)) Thunderclap: Hearing Group Flash

6d6, Explosion (-1d6/3”; +1), Hole In The

Middle (the one hex the character is

standing in when he uses the power; +14),

Does Knockback (+%); No Range (-%2),
Extra Time (Full Phase; -%),
Restrainable (-%)

2u  8) Super-Strength Smash-Through:
Tunneling 1” through 15 DEF material;
Requires A Brick Tricks Roll (-%2), Walls
Only (-%2)

22 Metallic Form: Hardened (+%) for
45 PD/45 ED

56  Metallic Form: Damage Resistance
(45 PD/45 ED), Hardened (+%)

20  Metallic Form: Knockback Resistance
(-107)

10 Metallic Leg Muscles: Leaping +10”
(20” forward, 10” upward)

Skills
20 +4HTH

13 Power: Brick Tricks 18-
2 PS: Drawing 11-
3 Stealth 13-

Total Powers & Skills Cost: 211
Total Cost: 511

Hero System 5™ Edition Revised

200+ Disadvantages

10  Distinctive Features: Mutant (Not Conceal-
able; Always Noticed; Detectable Only By
Unusual Senses)

20  Hunted: PRIMUS 8- (Mo Pow, NCI, Capture)

20  Hunted: Champions 8- (Mo Pow, NCI,
Capture)

15  Psychological Limitation: In Love With
Tiger Lily (Common, Strong)

10  Psychological Limitation: Hates Author-
ity Figures Or Being Told What To Do
(Common, Moderate)

15  Social Limitation: Secret Identity (Jimmy
Corrigan) (Frequently, Major)

221 Experience Points

Total Disadvantage Points: 511

Background/History: Jimmy Corrigan was a scrawny
little kid growing up, the perpetual target of bullies.
That changed one day in 1993 when he was right in
the middle of puberty. He tried to fight back against
his latest tormentor, and as usual he was just getting
pounded harder because of it... when suddenly he
began to grow bigger and stronger and turn into
solid steel! The pain of the transformation was worse
than any beating he'd ever taken, but when it was
done he beat up the bullies who were attacking him
so badly that they ended up in the hospital. Then

he smashed his way into three different classrooms
and administered the same treatment to half a
dozen other bullies whod used him as their personal
punching bag over the years.

A PRIMUS squad corralled him soon after
arriving on the scene and he was put into a juvenile
detention facility. The total unfairness of it all made
him so mad he often had trouble restraining him-
self. No one had done anything while he was being
beaten up by punks, but as soon as he turned the
tables and gave them a dose of their own medicine
he was a “dangerous juvenile delinquent.” Well, if
“the system” was going to stack itself against him
like that, he wanted nothing to do with it.

Jimmy bided his time and was released on
his eighteenth birthday. Now older and wiser, he
began a supervillainous career as Dreadnaught,
with his first “crime” being to reduce the juvenile
detention facility to rubble. He might have gone on
being just another second-rate supercriminal... but
then he met Tiger Lily, fell in love, and formed the
Crimelords.

Personality/Motivation: Aside from his devotion to
Tiger Lily (for whom hed do virtually anything,
including sacrificing his own life), Dreadnaught

is basically self-centered. He’s only interested in
what he wants and how to get it — even if getting
it involves stealing, destroying things, or killing
people (though he prefers not to kill). In particu-
lar this attitude manifests as an intense dislike of
authority. He can’t stand taking orders (except from
Tiger Lily), and with mulish stubborness either
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refuses to act or does the opposite when someone
tries to force him to do something. This dislike
extends generally to people who give orders; he
enjoys nothing so much as beating up cops, guards,
judges, politicians, and superheroes.

Quote: “Nobody can resist two fists of steel!”

Powers/Tactics: Dreadnaught is a classic “brick;”
with superhuman strength and resilience derived
from his ability to convert his normal body into a
metal form weighing about 2,000 kilograms. (Since
he can do this by act of will and the transformation
is instantaneous, he doesn’t take an Only In Heroic
Identity Limitation on any of his powers — but

it is possible to attack him when he’s much more
vulnerable.) Although he’s not as strong as many
bricks, he’s made up for that lack by teaching him-
self various ways to apply his STR to achieve effects
beyond simply punching and smashing.

Campaign Use: Dreadnaught is the strong, sup-
portive backbone of the Crimelords. His ability to
get along with the other members, coupled with his
unwavering support for Tiger Lily as leader, gives
the team a stability it might otherwise lack.

To make Dreadnaught tougher, increase his
STR to 60 and his Multipower reserve to match.
Alternately, you can make him a more flexible
combatant by adding brick tricks; see The Ultimate
Brick for dozens of possible powers. To weaken
him, reduce his Power Skill to about 15- or 16- so
that he has a much harder time succeeding with his
Skill Rolls.

Dreadnaught typically only Hunts heroes if the
Crimelords as a whole do, in which case he follows
Tiger Lily’s orders. But hed be quick to go after a
hero who seriously injures his girlfriend.

Appearance: Dreadnaught looks like a human male
6’6” tall made out of dark grey iron. His costume
consists of red pants with short legs and red bracers
on his wrists.

MORGAINE THE MYSTIC

Val Char Cost Roll Notes

10 STR 0 11-  Lift 100 kg; 2d6 [1]
20 DEX 30 13-  OCV: 7/DCV: 7
18 CON 16 13-

10 BODY 0 11-

20 INT 10 13- PER Roll 13-

20 EGO 20 13- ECV: 7

20 PRE 10 13- PRE Attack: 4d6

14 COM 2 12-

10 PD 8 Total: 35 PD (25 rPD)

10 ED 6 Total: 35 ED (25 rED)

5 SPD 20 Phases: 3,5,8,10,12

6 REC 0

36 END 0

30 STUN 6 Total Characteristics Cost: 128
Movement: Running: 67/12”

Flight: 30°/60”
Tunneling: 107/20”

Cost Powers END
45  Mystic Power: Endurance Reserve
(200 END, 25 REC) 0

30  Arcane Power Of Air: Elemental Control,
60-point powers
30 1) Wind Manipulation: Telekinesis

(40 STR) 6
30  2) Wings Of Wind: Flight 30” 6
40  3) Gale Blast: Energy Blast 8d6, Double

Knockback (+3%) 7

30  Eldritch Power Of Earth: Elemental
Control, 60-point powers

24 1) Hands Of Stone: Entangle 6d6,
6 DEF; Only Works On Targets Within

3” Of The Ground (-%) 6
30  2) Earth Passage: Tunneling 10” through
10 DEF materials; Fill In 6

23 3) Earthquake: Energy Blast 8d6,
Explosion (+%2), Personal Immunity (+%);
No Range (-%2), Only Affects Targets On
The Ground (-%), Only Does Knockdown,
Not Knockback (-0) 7

30  Fell Power Of Fire: Elemental Control,
60-point powers

30 1) Magefire Blast: RKA 2d6, Armor
Piercing (+%), +2 Increased STUN

Multiplier (+%) 6
37  2) Fireball: RKA 2d6, Area Of Effect
(6” Radius; +1%) 7

32 3) Magefire Shield: Force Field
(25 PD/25 ED), Reduced Endurance
(%2 END; +%4) 2
30  Wizardly Power Of Water: Elemental
Control, 60-point powers
20 1) Dehydrate: Energy Blast 6d6, NND
(defense is Power Defense or a body that
lacks liquids; +1); Victims At Least 50%
Immersed In Water Get A Free Recovery
Of This Damage Each Phase (-13) 6
30  2) Wall Of Water: Force Wall
(10 PD/10 ED, up to 5”long and 2” tall) 6
30  3) Ice Blast: Energy Blast 12d6 6
6 Mystic Defenses: Mental Defense
(10 points total) 0
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MORGAINE
THE MYSTIC
PLOT SEEDS

The classic Morgaine
plot: Morgaine decides
she can manipulate the
PCs into eliminating
Tiger Lily (perma-
nently) so she has no
rival for Dreadnaught’s
affections. It will take
clever timing and skill,
but those fool heroes
will never know what’s
going on... which
means Dreadnaught
never will, either.

While studying some
ancient grimoires in the
hopes of broadening
her selection of spells,
Morgaine accidentally
frees a trapped demon
that quickly takes over
her body. With so fine
a plaything at its com-
mand, the demon goes
on a rampage, using
its not-inconsiderable
powers to augment
Morgaine’s own.

The Circle of the Scar-
let Moon kidnaps Mor-
gaine, hoping to brain-
wash her into joining
its ranks. Now it’s war
in the streets between
the Circle and the
Crimelords — a war
the PCs have to stop
before more innocent
people get hurt. Or is
it possible Morgaine
staged the whole thing
for some devious pur-
pose of her own?
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10 Mystic Defenses: Power Defense

(10 points total) 0
10 Magesense: Detect Magic 13-

(Sight Group), Analyze 0

Skills

10 +2 with Ranged Combat with her spells
+2 with Fell Power Of Fire Elemental Control
+2 with Wizardly Power Of Water Elemental
Control

Conversation 13-
Cryptography 13-; Translation Only (-%)
Deduction 13-
KS: Arcane And Occult Lore 13-
KS: Demons 8-
KS: Elemental Magic 13-
KS: History 11-
Persuasion 13-
3  Power: Elemental Magics 18-
PS: Painting 11-
PS: Stage Magician 11-
Sleight Of Hand 13-
Stealth 13-

Total Powers & Skills Cost: 612
Total Cost: 740

W W NN WD W WWND W

Hero System 5™ Edition Revised

200+ Disadvantages

20  Hunted: PRIMUS 8- (Mo Pow, NCI, Capture)

20  Hunted: Champions 8- (Mo Pow, NCI,
Capture)

15  Psychological Limitation: Greedy And
Self-Centered (Common, Strong)

15  Psychological Limitation: In Love With
Dreadnaught (Common, Strong)

15  Social Limitation: Public Identity (Morgaine
Drury) (Frequently, Major)

455 Experience Points

Total Disadvantage Points: 740

Background/History: Morgaine Drury can’t remem-
ber a time when she couldn’t work magic — when
the forces of the elements weren't hers to com-
mand. One of her earliest memories is of lying on
her bed as a little girl, using carefully-controlled
puffs of wind to make the mobile hanging from her
ceiling spin around and around. But even as a little
girl she was smart enough to know she had to hide
her mystic gifts from others.

As Morgaine grew up, she decided the best
way to use her powers was to make a lot of money.
She became Morgaine the Mystic, a stage magician,
and used her spells to create

“illusions” that baffled the
experts and entertained audi-
ences. Before long she was
commanding high prices for
her performances and seemed
to be on her way to the top.

Then a rival magician
figured out what she was
doing and exposed her. Over-
night fame and adulation
turned to vilification... and
then unemployment. Shed
never been good at saving for
a rainy day, so it only took
a few months for her to go
from living the high life to
the brink of poverty.

By that point shed had
enough of society and its
rules. It was time for her
to look out for herself, and
be damned to anyone who
tried to stop her. Fashioning
herself a costume based on
her old magician’s outfit, she
transformed herself from
performing prestidigitator to
supervillain. After working
independently for a while, she
met Tiger Lily and Dread-
naught, and soon entered into
a professional and personal
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relationship with them. Eventually her jealousy
over the other two’s close connection drove her
back to solo crime, but when they contacted her
about joining the Crimelords she decided the time
had come to work with others once more.

Personality/Motivation: Morgaine is self-centered,
vain, greedy, and often arrogant. She has a sort of
air of confidence bordering on haughtiness about
her that often rubs people the wrong way. Fortu-
nately for her peace of mind, she doesn’t care at all
what other people think about her.

Morgaine finds herself on the bad end of the
Crimelords love triangle. She still carries quite a
torch for Dreadnaught, but his devotion to Tiger
Lily blinds him to the fact that she’s much better.
(Or at least that’s how she sees it.) Shed love to get
rid of Tiger Lily so she can have Dreadnaught to
herself, but she doesn’t dare do anything that would
make Dreadnaught suspicious of her.

Quote: “The very elements are mine to command!”

Powers/Tactics: Morgaine possess a natural (rather
than trained) affinity for the magics of earth, air,
fire, and water. Her repertoire with each element
isn’t vast, but if necessary, she can make an Elemen-
tal Magic Skill roll to employ her spells in minor
ways not listed on this character sheet (such as cre-
ating a few drops of water to extinguish a candle).
Still, with all the spells at her command she can
usually find an appropriate power to use against
meddling heroes. She particularly enjoys making
multiple-power attacks with her Magefire Blast and
Ice Blast; the fire-and-ice symmetry appeals to her.

Campaign Use: Morgaine represents a weakness
within the Crimelords. Her dislike of Tiger Lily
may create an opening the PCs can use to disrupt
the group.

To make Morgaine more powerful, give her
two more Elemental Controls: one for Ice (move
her Ice Blast slot to it, and create a new Water one)
and Lightning. To weaken her, reduce her Force
Field to 20 PD/20 ED and get rid of her Combat
Skill Levels.

Morgaine typically only Hunts heroes if the
Crimelords as a whole do, in which case she follows
Tiger Lily’s orders... albeit grudgingly, and perhaps
with a little bit of ad-libbing.

Appearance: Morgaine is a white female, 5°8” tall
with a slender, attractive figure. Her main costume
is a long black gown with slits up the sides of the
skirt and flared sleeves, plus a belt that looks like

a length of finely-wrought golden chain with one
end dangling down to her left knee. Over all this
she wears a hooded scarlet cloak, with the hood
deep enough that it shadows the top half of her
face so she doesn’t need to wear a mask. Strands of
her long blonde hair sometimes dangle attractively
from inside the hood.

STARFLARE

Val Char Cost Roll Notes

20 STR 10 13-  Lift 400 kg; 4d6 [2]
23 DEX 39 14- OCV: 8/DCV: 8
23 CON 26 14-

15 BODY 10 12-

13 INT 3 12- PER Roll 12-

11 EGO 2 11- ECV: 4

15 PRE 5 12-  PRE Attack: 3d6
12 COM 1 11-

13 PD 9
17 ED 12
6 SPD 27
10 REC 2
86 END 20
40 STUN 3

Total: 28 PD (15 rPD)
Total: 32 PD (15 rED)
Phases: 2,4,6,8,10,12

Total Characteristic Cost: 169

Movement: Running: 67/12”

Flight: 157/30”

Cost Powers END
60  Energy Powers: Multipower, 60-point powers
6u 1) Power Blast: Energy Blast 12d6 6
6u  2) Easy Power Blast: Energy Blast 8d6,
Reduced Endurance (0 END; +%) 0
6u  3) Focused Power Blast: Energy Blast 8d6,
Armor Piercing (+%) 6
6u  4) Wide-Beam Power Blast: Energy Blast
8d6, Area Of Effect (One Hex; +%) 6
6u  5) Devastating Power Blast: Energy Blast
8d6, Explosion (+12) 6
6u  6) Stun-Blast: Energy Blast 6d6, NND
(defense is ED FF; +1) 6
2u  7) Powered Punch: HA +6d6; Hand-To-
Hand Attack (-%2) 3
17 Overpower Mode: Succor Energy
Powers 4d6, any one of his Energy Powers
Multipower slots at once (+%); Increased
Endurance Cost (x2 END; -14) 4
72 Wide-Spectrum Force Field: Force Field
(15 PD/15 ED/6 Mental Defense/6 Power
Defense/6 Sight Group Flash Defense),

Reduced Endurance (0 END; +%) 0

45  Power-Flight: Flight 157, Reduced
Endurance (0 END; +%) 0
Skills

12 +4 with Energy Powers Multipower
4 +2 with Flight

2 CK: Millennium City 11-
2 KS: The Superhuman World 11-
3 Stealth 14-

Total Powers & Skills Cost: 255
Total Cost: 424

200+ Disadvantages

20  Hunted: PRIMUS 8- (Mo Pow, NCI, Capture)

20  Hunted: Champions 8- (Mo Pow, NCI, Capture)

10  Hunted: Teleios 8- (Mo Pow, NCI, Watching)

15  Psychological Limitation: Overconfidence
(Very Common, Moderate)

15  Vulnerability: 1% x STUN from Physical
HKAs (Very Common)

144  Experience Points

Total Disadvantage Points: 424
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STARFLARE
PLOT SEEDS

The classic Starflare plot:
Teleios “activates” him
and he begins to manip-
ulate the Crimelords for
his true master’s benefit.
This inevitably brings
them into conflict with
the PCs... and just as

the PCs think they have
the Crimelords defeated
and the crisis resolved,
the horrifying truth and
Teleios’s real plan are
revealed!

Teleios tries to “acti-
vate” Starflare, but for
some reason it backfires
— not only does he not
establish control, the
whole truth of Starflare’s
existence is revealed

to the cloned supervil-
lain. In despair, Starflare
takes a knife and bar-
ricades himself in a
nuclear power plant; he
threatens to “cut him-
self open and unleash
enough energy to make
this place go up like a
hydrogen bomb!” if his
demands are not met.
Unfortunately, he hasn’t
issued any demands....

Starflare falls for Mor-
gaine the Mystic, cre-
ating further tension
among the Crimelords....
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Background/History: If you ask Starflare, he'll tell
you he got his powers as the result of an accident.
During his stint in the Air Force he was assigned
to help with some work on an experimental anti-
satellite laser weapon. One day another worker
accidentally knocked the prototype over, and when
it smashed into the ground it fired, hitting Starflare
right in the chest! Somehow instead of burning a
hole right through him it gave him superpowers.
But that whole story is a lie, a genetically-
programmed memory. Starflare was actually cre-
ated whole cloth by the master geneticist Teleios
using DNA obtained from the supervillain Pulsar.
For reasons Teleios hasn't been able to ascertain,
Starflare’s primary level of genetically-conditioned
loyalty to his creator just stopped working one day,
leaving only a secondary, subconscious level that
Teleios has so far chosen not to activate. Starflare
apparently came to believe that the “cover story”
Teleios programmed into his memory was in fact
real (despite the absence of any significant informa-
tion about his childhood, family, or the like). He
decided to become an independent supervillain...
and in time, a member of the Crimelords. Teleios
keeps an eye on him, knowing he can activate the
secondary conditioning whenever necessary....

Hero System 5™ Edition Revised

Personality/Motivation: Like his “father” Starflare
possesses a strong streak of overconfidence (though
it’s at least slightly more justified in his case). He's
not obnoxious about it, but he leaves no doubt

that he thinks he’s going to come out on top in any
encounter. A few serious defeats might change that
attitude, but so far he’s won often enough that his
losses haven't wised him up.

Quote: “Get ready for a few megawatts of pul-
sons, hero!”

Powers/Tactics: Starflare’s powers are largely simi-
lar to those of Pulsar, his genetic “father,” though
Teleios saw fit to make some improvements

— more Energy Blasts, a stronger Force Field, faster
Flight, reduced Vulnerability to physical HKAs, and
an “overpower mode” that lets Starflare enhance any
of his attacks.

In combat, Starflare usually prefers to stay in
midair, where bricks can’t reach him easily. If the
enemy has any flyers, he often concentrates on
them first so he doesn’'t have to worry about being
“blindsided” while picking off ground-based tar-
gets; a skilled ranged combatant may also receive
the same special attention. He has no qualms about
Aborting to Dodge, either, since he can then use his
Flight Levels for DCV.

Campaign Use: The main plot hook that Starflare
offers is his connection with Teleios. He could
become the master geneticist’s “inside man” in the
Crimelords, or Teleios may wait for a better oppor-
tunity. And what if Teleios tries to “activate” the
secondary loyalty, but Starflare shakes it off?

To make Starflare more powerful, get rid
of his Vulnerability altogether and give him the
power to create solid energy “constructs” (a Mul-
tipower of Telekinesis, Entangle, Force Wall, and
similar powers; see Sapphire’s character sheet
in Champions Universe: News Of The World for
some examples). To weaken him, reduce his END
to 46-60 so he has to be careful about using too
much too quickly.

Starflare typically only Hunts heroes if the
Crimelords as a whole do, in which case he follows
Tiger Lily’s orders.

Appearance: Starflare is a white male 5°10” tall with
an athletic build. His costume is a dark red body-
stocking, full-face mask, boots, and gloves with a
gold highlight: a gold stripe about an inch wide
runs from the center of his boot toes, up the center
of his legs, up the sides of his chest, and down his
arms to his gloves, where it splits into five smaller
gold stripes, one running down to the tip of each
finger. There’s also a small gold “starburst” symbol
in the center of his chest, between the two stripes,
and a smaller matching starburst in the center of
his forehead.
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TIGER LILY

Val Char Cost Roll Notes

20 STR 10 13-  Lift 400 kg; 4d6 [2]
30 DEX 60 15-  OCV: 10/DCV: 10
23 CON 26 14-

14 BODY 8 12-

13 INT 3 12-  PERRoll 12-

12 EGO 4 11- ECV: 4

18 PRE 8 13-  PRE Attack: 3%d6

18 COM 4 13-

12 PD 8 Total: 20 PD (10 rPD)

8 ED 3 Total: 16 ED (10 rED)

6 SPD 20 Phases: 2,4,6,8,10,12

30 REC 42

46 END 0

40 STUN 4  Total Characteristics Cost: 200
Movement: Running: 97/18”(167/32”)

Leaping: 8”/16”
Cost Powers END
13 Hyperacceleration: +2 SPD; Costs
Endurance (-%) 2

Martial Arts: Thai Kickboxing

Maneuver OCV DCV Notes
4 Block +2  +2  Block, Abort
4 Elbow/Knee
Killing Strike -2 +0 HKA 1d6 (2d6
with STR)
4 Foot Push +0 +0 45 STR to Shove
4 Low Kick +0 42  8d6 Strike
4 Punch/
Elbow Strike +2  +0  8d6 Strike
5 Roundhouse Kick/
Knee Strike -2 +1 10d6 Strike

+2 Damage Classes (already added in)
1 Use Art with Clubs

3 Boot Flares: Multipower, 5-point reserve;
all OIF (-%)
lu 1) Knee Strike Enhancement: HA +1d6;
OIF (-%), Hand-To-Hand Attack (-%),
Only Works With Knee Strike (-1) 1
lu  2) Knee Killing Strike Enhancement:
HKA +1 point; OIF (-%2), Only Works

With Knee Killing Strike (-1) 1
4 Fighting Batons: HA +2d6; OAF (-1),

Hand-To-Hand Attack (-%) 1
4 Fighting Batons: Another Fighting Baton

(total of 2) 1

7 Hyperaccelerated Striking: Multipower,
20-point reserve; all slots Increased
Endurance Cost (x5 END; -2)

lu 1) Hyperaccelerated Normal Strikes: HA
+4d6; Hand-To-Hand Attack (-%),
Increased Endurance Cost (x5 END; -2) 10

lu  2) Hyperaccelerated Killing Strikes: HKA
+1d6 (adds to Elbow/Knee Killing Strike);
Increased Endurance Cost (x5 END; -2) 5

2 Altered Form: Damage Resistance
(2 PD/2 ED) 0
16  Armored Costume: Armor (8 PD/8 ED);
OIF (-%)
6 Fast: Running +3” (9” total) 1

5 Hyperaccelerated Running: Running +7”
(16” total); Increased Endurance Cost
(x5 END; -2) 5
4 Strong Leaper: Leaping +4” (8” forward, 4”
upward) 1

Skills
+4 HTH

Acrobatics 15-

Breakfall 15-

Climbing 15-

Contortionist 15-

Gambling (Card Games) 12-

High Society 8-

Language: English (completely fluent; Thai is
Native)

Lockpicking 15-

Rapid Attack (HTH)

Security Systems 8-

Seduction 13-

Shadowing 12-

Stealth 15-

Streetwise 13-

Two-Weapon Fighting (HTH)

WF: Common Melee Weapons, Common
Missile Weapons, Common Martial Arts
Weapons, Small Arms, Thrown Swords, Whip

Total Powers & Skills Cost: 181
Total Cost: 381
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200+ Disadvantages

20  Hunted: PRIMUS 8- (Mo Pow, NCI, Capture)

20  Hunted: Champions 8- (Mo Pow, NCI,
Capture)

15  Psychological Limitation: Fiercely Indepen-
dent; Has To Be In Charge (Common, Strong)

15  Psychological Limitation: In Love With
Dreadnaught (Common, Strong)

15  Social Limitation: Secret Identity (Suzy Kee)
(Frequently, Major)

96  Experience Points

Total Disadvantage Points: 381

Background/History: Suzy Kee was born in Bang-
kok, the daughter of a Thai prostitute and one of
her Western “clients.” She seemed destined for a
life of thievery and prostitution herself, until good
fortune came her way in the form of an unscru-
pulous Western scientist. Her mother thought she
was hiring the girl out for more mundane services...
but it turned out the scientist wanted subjects for
experiments that had been illegal in the United
States. Suzy soon realized, to her horror, that she
was in effect a captive of this demented man.

Months of agonizing treatments followed...
but in the end, it turned out the scientist wasn’t all
mad. The other girls hed been working on had all
died, one by one, but Suzy survived. And his efforts
to “hyperaccelerate” her metabolism and nervous
system so she could move and react much, much
faster than normal. In fact, his experiments worked
even better than he expected — he'd adjusted his
routine to keep a faster prisoner captive, but not a
much faster one, and within a few days Suzy found
a way to get free. Then she beat him to death with
some of his own lab equipment.
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TIGER LILY
PLOT SEEDS

The scientist who cre-
ated Tiger Lily wasn’t
actually dead when she
stopped beating on him,
just in a deep coma.
Now he’s awakened,
and he wants revenge...
or compensation in

the form of having her
commit crimes for him.
Whatever he has in
mind, it won't be good
for the world or the
PCs....

Tiger Lily finds that her
powers are becoming
stronger and stronger.
Soon she’s able to move
so fast that she can just
about take on the entire
group of PCs by herself!
But will this new level of
hyperacceleration burn
out her body... or affect
her mind?

Tiger Lily takes a break
from the Crimelords

to return home and
become one of the crim-
inal masterminds of the
Bangkok underworld.
The PCs have to go
there, either on vacation
or another mission, and
run afoul of her.
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Realizing she'd
been given a gift that she
shouldn’t squander, Suzy
sought out the best muay
thai (Thai kickboxing) train-
ers she could and got them
to teach her how to fight; she
paid for the lessons by com-
mitting robberies all over
the city. When she felt she
was ready, she adopted the
name Tiger Lily and became
a supercriminal in America.
It wasn't long after that that
she met Dreadnaught... and
the rest, as they say, is his-
tory.

Personality/Motivation: Tiger
Lily is strong-willed and
driven. She’s seen how the
people she grew up around
turned out, and she’s deter-
mined never to be like that
— she’s going to succeed

at what she does and make
plenty of money. Whatever
the situation, she has a plan
and a goal, and she’s the

one in charge. If someone
tries to order her around or
keeps questioning her plans,
trouble will arise.

To maintain her powers,
Tiger Lily has to eat a lot
more than normal to keep
her body “fueled” This isn’t so
severe that it rises to the level
of a Dependence or Physical
Limitation, but if the PCs ever
have a chance to observe her
in a more peaceful situation
they’ll see that she eats more
at a single meal than any three
NEFL linebackers would... and
never seems to gain a pound.

Campaign Use: Tiger Lily’s
criminality is a matter of
upbringing and habit as
much as anything; she’s never
known what a “legitimate”
lifestyle is like. It's possible
that the PCs could reform
her... though that would prob-
ably involve finding a way

to break up her relationship
with Dreadnaught, who’s
more strongly inclined toward
criminality.

To make Tiger Lily
tougher, reduce or remove
the Increased Endurance
Cost on her hyperaccelera-
tion powers so she can use
them more often. To weaken

Quote: “You move like a slug;
this won't take me long”

Powers/Tactics: Tiger Lily’s metabolism and ner-
vous system have been altered by super-science to
vastly improve the way they function. In general
she’s much faster and more dexterous than an
average human (or even most superhumans), and
whenever she moves there’s a predatory grace about
her that’s simultaneously beautiful and frightening.
Furthermore, if necessary she can “hyperaccelerate”
herself beyond even her ordinary limits. In game
terms this can manifest in several ways, such as +2
SPD or an HA with the special effect of “she hits
you a dozen times in the blink of an eye” However,
hyperacceleration is very tiring; she can’t maintain
that state for very long or shell run out of END.
Tiger Lily fights aggressively. She’s quick
to charge the enemy and get into the thick of
things, but she’s no fool; she won't expose herself
needlessly or bite off more than she can chew.
She attacks fast and hard, relying on her greater
speed for an unbeatable advantage. Unless she
needs them to hit her target, she keeps her
Combat Skill Levels mostly in DCV.

her, get rid of her Fighting
Batons and Boot Flares.
Tiger Lily rarely Hunts anyone (or orders the
Crimelords to); she just doesn’t see vendettas as
being worth the effort. A hero (or hero team) would
really have to interfere with her plans on a repeated
basis to make her angry enough to come after him.

Appearance: Tiger Lily is a half- American, half-
Thai woman, 5’8” tall with an athletic but attrac-
tive figure. Her hair is black and little longer than
shoulder length; she ties it back in a ponytail. The
top part of her costume is a sort of tight, sleeveless
leather vest that leaves her midriff bare. It zips up
the center, but she only pulls the zipper up about
halfway most of the time; the vest is black with a
tiger-stripe pattern in gold. She’s got black leather
wristbands, form-fitting black leather pants, and
black knee-high boots with flared gold metallic
tops (this makes her knee strikes do extra damage).
Her fingernails are painted red.



Villains, Vandals, And Vermin m Chapter Two

WARHAMMER

Val Char Cost Roll Notes

10+40* STR 20 11-/19- Lift 100 kg/25 tons;
2d6/10d6 [1/5]

10+10* DEX 15 11-/13- OCV: 3/7 /DCV: 3/7
10+20* CON 20 11-/15-

10 BODY 0 11-

18 INT 8 13- PER Roll 13-

15 EGO 10 12- ECV: 5

10+20% PRE 13 11-/15- PRE Attack: 2d6/6d6
10 COM 0 11-

4 PD 2 Total: 44 PD (40 rPD)

4 ED 2 Total: 44 ED (40 rED)
2+43% SPD 20 Phs: 6,12/3,5,8,10,12

4 REC 0

20 END 0

20 STUN 0 Characteristics Cost: 110

*: OIF (-%) and No Figured Characteristics (-%2)
%: OIF (-%)

Movement: Running: 67/12”
Leaping: 257/50”
Cost Powers END
27 Power System: Endurance Reserve
(200 END, 20 REC); OIF (-%2) 0
12 Piston-Powered Punch: HA +5d6; OIF
(-%), Hand-To-Hand Attack (-%) 2

50  Gauntlet Blasters: Multipower, 75-point
reserve; all OIF (-%)

2u 1) Mega-Blast: Energy Blast 15d6;
OIF (-%), Increased Endurance Cost

(x5 END; -2) 35
4u  2) Standard Blast: Energy Blast 12d6;
OIF (-%) 6

4u  3) Deadly Blast: RKA 4d6; OIF (-%) 6
5u  4) Explosive Blast: Energy Blast 10d6,

Explosion (+%); OIF (-15) 7
5u  5) Pulse-Blast: Energy Blast 10d6,
Penetrating (+%2); OIF (-%2) 7

4u  6) Bright Blast: Energy Blast 10d6; OIF
(-%) plus Sight Group Flash 5d6; OIF

(-%), Linked (-%2) 7
100  Battle Armor: Armor (40 PD/40 ED),

Hardened (+%); OIF (-%) 0
7 Psi-Shields: Mental Defense (13 points

total); OIF (-%) 0
7 Force-Field: Power Defense (10 points);

OIF (-%4) 0
7 Flare Shielding: Sight Group Flash

Defense (10 points); OIF (-%) 0
7 Hearing Protection: Hearing Group

Flash Defense (10 points); OIF (-%) 0

13 Life Support Systems: Life Support
(Safe Environments: High Pressure,
High Radiation, Intense Cold, Intense
Heat, Low Pressure/Vacuum; Self-Contained

Breathing); OIF (-%2) 0
10  Leg Pistons: Leaping +15” (25” forward,
13” upward); OIF (-15) 1

6 Helmet Communication System: HRRP
(Radio Group); OIF (-%2), Affected As
Sight And Hearing Groups As Well As
Radio Group (-%) 0

Skills
+3 OCV with Punch
+3 with Gauntlet Blasters Multipower

6

9

3 Computer Programming 13-

3 Deduction 13-

3 Electronics 13-

3 KS: Powered Armor Superhumans 13-

2 KS: The Superhuman World 11-

3 Mechanics 13-

2 SS: Chemistry 11-

2 SS: Physics 11-

3 SS: Powered Armor Designing/
Manufacturing 13-

2 SS: Robotics 11-

3 Security Systems 13-

3 Systems Operation 13-

Total Powers & Skills Cost: 317
Total Cost: 427

200+ Disadvantages

20  Hunted: PRIMUS 8- (Mo Pow, NCI, Capture)

20  Hunted: Champions 8- (Mo Pow, NCI,
Capture)

15  Psychological Limitation: Out To Show The
World Who's Boss (Common, Strong)

5 Rivalry: Professional, with other powered
armor wearers/designers

15  Social Limitation: Secret Identity (Craig
Turner) (Frequently, Major)

152 Experience Points

Total Disadvantage Points: 427

Background/History: Craig Turner was a typical
nerd growing up — small, scrawny, and picked
on, but with straight-A grades and more smarts
than was really good for him. His two great
loves were science and comic books; he could
always escape into other worlds when his real life
became too much to handle.

One day when he was a teenager, recover-
ing from yet another round of bullying, he had
a brainstorm: he could use his gift for science
to make himself tough enough to handle all of
his enemies! (In his mind he already thought of
them as “enemies””) Trying to transform himself
into a superhuman was way too risky — a tech-
nological solution would be better, and anyway
the powered armor characters in comic books
had always been his favorite.

Years of study and work followed. Using
money he got from odd jobs and stealing, he slowly
but surely built himself a suit of powered armor he
christened “Warhammer” It wasn’t much, but by
the time he was in his early 20s it was enough to
let him embark on a career of showing the world
he was not only smarter, but bigger or stronger,
than anyone else. Earnings from his early crimes
brought him enough money to upgrade his armor,
and enough attention to get plenty of mercenary
supervillain work. During his mercenary years he
met another supervillain named Dreadnaught,
and they hit it off. When Tiger Lily was forming
the Crimelords, Dreadnaught remembered his
old friend, thought hed fit the team perfectly, and
offered him a slot in the roster.
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WARHAMMER
PLOT SEEDS

The classic Warham-
mer plot: Warhammer
covets some bit of tech
a PC powered armor
hero or gadgeteer uses,
so he engineers a clash
between the Crimelords
and the PCs to give him
a chance to obtain it.

Warhammer and
Dreadnaught have a
falling out, and in a huff
Warhammer leaves the
Crimelords. He offers

to tell the PCs all about
the team... but can they
trust him?

Warhammer wants to
steal some technological
components from a top-
secret government proj-
ect he’s heard about, but
he knows he can’t break
in there alone. So he
decides to use the PCs
to break trail for him by
planting false clues that
the project is really a
VIPER front....
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Quote: “Think you're tough,
huh? Try this on for size,
moron!”

Powers/Tactics: Warhammer
fights like the big, tough, pow-
erful guy he envisions himself
as: he gets right in there and
starts demolishing his ene-
mies. He actually prefers to
use his Piston-Powered Punch
and/or raw STR more than
his Gauntlet Blasters, but he’s
smart enough to know when
it’s time for some Ranged
attacks instead of brawling.

Campaign Use: Warham-
mer primarily gives the
Crimelords a “tech guy” who
can spearhead (or plan)
capers involving the theft

of high-tech gear, the use of
computers, or the like. But his
armor also makes him versa-
tile enough to assist the team
in many other ways; losing
him would be a real setback
for the group.

To make Warhammer
tougher, upgrade his armor
with more capabilities: some
less violent attacks (Drains
and NNDs); some boot-jets

Personality/Motivation: Warhammer feels like he’s
been kicked around, abused, and overlooked all
his life, so now it’s his turn to do a little of the
kicking and abusing. He loves to fight, particu-
larly when he can use his intelligence and inven-
tions (his powered armor) to pound on brainless,
musclebound oafs like the ones who tormented
him when he was a kid.

Warhammer’s stubborness and desire to show
that he’s a “tough guy” sometimes cause friction
within the team. Taking orders isn’t his strong suit,
and a couple times Tiger Lily’s had to give him a
dressing-down. But in the end he’s usually smart
enough to realize that the Crimelords do really well
following Tiger Lily’s lead... and in any event it’s not
as if he wants to be boss.

Warhammer gets along well with Dreadnaught
because they both have chips on their shoulders
about the way other people used to treat them.
Sometimes Dreadnaught can “buddy talk” him into
going along with the team even when he’s got his
back up about the orders he’s been given.

for Flight; an HKA sawblade

attachment that pops out of one gauntlet; more
sensors and sense-enhancing devices; and so on.
To weaken him, reduce the size of his Endurance
Reserve, and perhaps drop his SPD to 4.

Warhammer typically only Hunts heroes if the
Crimelords as a whole do, in which case he follows
Tiger Lily’s orders. But given his attitude he could
develop a grudge against a specific character pretty
easily and make a point of seeking him out to prove
who's better. He’s particularly likely to do this with
other powered armor heroes; powered armor fasci-
nates him, and he’s always looking for new tech he
can incorporate into his own suit.

Appearance: Warhammer wears an impressive suit
of powered armor that makes him nearly seven feet
tall (out of the armor he’s just shy of six feet). The
armor is mostly colored dark grey, with dull gold
highlights here and there. The boots and gauntlets
are slightly oversized and connect to the chest and
trunk pieces with a more flexible “mesh.”
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Membership: The Tiger Squad is the largest super-
team on Earth, with nearly 60 members as of early
2007. The members described here in detail are
GraniteMan, Red Bullet, Summer Cloud, Techno-
crat, and Winter Dragon; see the text box for names
of several others.

Background/History: The Tiger Squad, the offi-

cial superhero team of China, was organized and
founded by the Chinese Communist government
in 1962. The Red Chinese had noted the increas-
ing numbers (and power) of superheroes in the
West with both interest and concern. After the 1961
formation of the Sentinels and 1962 re-formation
of the Justice Squadron, it determined that it must
have its own team of superhumans, totally devoted
to it, as both a shield against Western superhumans
and a sword with which to implement the govern-
ment’s plans as needed.

Given China’s teeming millions, it took rela-
tively little effort to find both (a) talented martial
artists and other persons who could be trained to
a level sufficient to compete with superhumans,
and (b) true superhumans. At the time China had
few superheroes or villains; those who possessed
superpowers usually suppressed them to avoid
bringing the often-unpleasant attention of the
government to themselves. But Mao Tse-tung’s
will would not be denied, and soon the Chinese
authorities had turned up over two dozen can-
didates for what was now referred to as Hii Ban
(the “Tiger Squad”).

During the mid-Sixties the team performed
well as membership continued to grow. Mostly it
fought gangsters and other crooks in the streets
of Shanghai and Peking, and helped deal with
natural catastrophes and similar problems all
over the country. On several occasions it clashed
with American heroes due to what the Ameri-
cans would call “short-sighted stubborness” and
the Red Chinese government would refer to as
“interference in Chinese internal matters.” This
caused most American citizens to view the Squad
as villains, though in truth they were (and are)
heroes... just heroes who are controlled by a
repressive Communist government.

The Tiger Squad’s record of achievement and
heroism wasn’t enough to spare it from the mad-
ness of the 1967-76 Cultural Revolution. Mao
became suspicious that his enemies might use the
Squad against him, or that the Squad itself might
become an enemy. Over the course of the Revolu-
tion the membership of the Squad was gutted, with
only a scant handful surviving the purges, “re-edu-
cation camps,” and general chaos of the era.

Mao’s death in 1976 brought the Cultural Rev-
olution to an end, and with that the Tiger Squad’s
fortunes rose. Restored to the government’s good
graces, it went on a recruiting drive to replace lost
members. By the mid-1980s it had over three dozen
members and its popularity among the people had
risen to new heights. But popular opinion soured
on the team after its participation on the side of the
government during the 1989 Tiananmen Square
incident. The Tiger Squad was responsible for
breaking up numerous pro-democracy protests
and arresting many protesters, and while it never
seriously harmed (much less killed) anyone, it was
widely perceived as being a tool of entrenched gov-
ernmental interests.

In the nearly two decades since then, the Tiger
Squad has largely rehabilitated itself through a
program of avoiding politically-charged matters
as much as possible in favor of unquestionably
heroic activities (particularly disaster prevention
and relief). Its assistance with the transition of
Hong Kong and Macao to Chinese rule was praised
internationally, and while it still clashes with West-

OTHER TIGER
SQUAD MEMBERS

Here’s a list of some other members of the Tiger Squad
(the names given are English translations). Ones with
an asterisk by their name are pro-democracy, though
they generally prefer to work within the system to
effect positive change.

Boxer* (martial artist)

Daughter of the Moon (mentalist, energy projector)

Dragonfly (winged martial artist)

Earthquake Fist (vibratory powers)

Eight-Ways Lightning* (martial artist, energy
projector)

Gossamer Storm (mystic)

Heart of the People (martial artist, patriot)

Immensely Strong One (brick)

Immortal Philosopher* (martial artist, mystic)

Iron Horse (powered armor)

Lady of a Thousand Fires* (energy projector)

Leafmaster* (plant manipulator)

Mighty Hammer (brick, weaponmaster)

Peach Blossom Spirit* (mystic)

Phantom Soldier (weaponmaster)

Phoenix (martial artist)

Revolutionary IIT (martial artist)

Shaolin Five (metamorph)

Shining Dawn* (energy projector)

Soothing Touch* (disease controller, healer)

Steel-Shattering Fist (martial artist)

Swarmlord (insect controller)

39
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ern heroes occasionally, the general opening and
warming of relations with America and Europe
have helped to bring the heroes of East and West
together in common cause more than once. It has
faced many desperate challenges, such as the awak-
ening of Li Chun the Destroyer in 1995 and the
continuing problems associated with the existence
of Dr. Yin Wu, but it, and the Chinese leadership
and people, see bright things ahead during the
twenty-first century.

Group Relations: Any group of nearly five dozen
people, particularly people with extraordinary
stressful occupations and often-large egos, is going
to suffer from a certain amount of strain, disunity,
and conflict. While in general the members of the
Tiger Squad are united in their desire to protect,
preserve, and improve China, they often differ on
the best ways to accomplish these goals. Publicly
they maintain a facade of full support for the gov-
ernment, and the truth is that if push came to shove
the government could force any single member to
do whatever it wanted (truly loyal Squad members
and threats against the recalcitrant hero’s family
being its main tools here). But privately, there’s a
serious split within the group among heroes who
are (at least relatively) staunch supports of the
Communist regime, and those who are more pro-
democracy. About forty percent of the team falls
into the latter camp, while about fifteen percent
are hard-line, unwavering supporters of the Com-
munist government, and the rest favor the govern-
ment but with views that span the spectrum of
moderate opinion. While these differences aren’t
enough to cause any sort of split within the Squad
(even if that were possible), it does create tension
and sometimes lead to arguments. Truly renegade
members, such as Spirit Dragon (page 121), inevi-
tably find that they have to leave, since any effort
to achieve real change from within would require a
significant shift of opinion into the pro-democracy
camp.

The Tiger Squad’s members are among the
most popular celebrities in China; some of the
best-known, such as Hero of the People or Summer
Cloud, rank right up there with the most famous
movie and music stars. Some in the government
see this as a potential threat (the way Mao did
thirty years ago), but calmer heads have pointed
out that none of the Squad’s members has so much
as expressed interest in getting directly involved in
politics. They just want to save lives and do good.

The Squad enjoys a cool but generally positive
relationship with UNTIL and other crimefighting
organizations of world stature, such as the Senti-
nels. While it’s usually more than willing to offer its
assistance or “team up” to deal with major menaces,
ultimately it has to do what the Chinese govern-
ment wants, and what the Chinese government
wants doesn't necessarily mean what’s best for the
world as a whole.

The Tiger Squad has fought many of the
world’s major supervillains, including Dr. Destroyer,
Mechanon, Gravitar, and the Warlord. But by far its
chief adversary is the insidious mystic Dr. Yin Wu,
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once described as “the greatest thorn ever in the
side of Communist China.” From his stronghold
deep in the heart of China Dr. Wu has launched
numerous attempts to conquer China (or even the
world) — attempts the Squad has only foiled by the
narrowest of margins, and it has never managed to
penetrate his valley and defeat him for good. He’s
personally slain over a dozen Squad members over
the years, and for many of “the Tigers” (as theyre
popularly known) their fondest desire is to see Dr.
Wau defeated for good... or dead.

Tactics: Due to its size and constantly fluctuating
membership, the Tiger Squad trains constantly to
ensure that its members work together well, are
aware of one another’s capabilities, and know how
to handle themselves in any sort of crisis situation.
The team has no formal leadership, though Hero of
the People and the third Revolutionary are widely
perceived by the public as the team’s leaders. (In
truth, the Squad takes its orders from government
and military officials, sometimes even when it’s in
the field.) It’s typically organized into “cadres” of
four to seven heroes who serve as its main tactical
field units, though the government may re-organize
cadres as needed to deal with specific threats. A
cadre is usually assigned to a specific city or region
as its dedicated protectors.

Since over a third of the members of the
Tiger Squad are martial artists of some variety, the
Squad’s tactics usually focus on three “teams”™: the
“forward team,” consisting of members who engage
the enemy directly in HTH Combat range; the
“middle team” of energy projectors and others who
can fight at range; and the “long team” of mental-
ists and anyone else who can fight from long range.
Typically the forward team’s goal is to “lock down”
as many combatants as possible, while the middle
team tries to take control of its own zone and main-
tain tactical superiority there; the long team sup-
ports the other two teams as needed. All members
have the Teamwork Skill as a result of their training.

All Tiger Squad members receive a Squad
Communicator device which is usually built unob-
trusively into a costume’s sleeve or the like.

Campaign Use: The Tiger Squad embodies the clas-
sic comic book theme of “other heroes who func-
tion as villains” In most respects the Tiger Squad
members are heroes just like your PCs — they
fight crime, prevent disasters, save innocent lives,
and thwart alien invasions. But because they work
for an oppressive Communist regime, one whose
desires and policies may clash with what the heroes
want or need to do, they get cast in an adversarial
relationship with the PCs. (And some, like Granite-
Man, may truly be villainous, and use service to the
Chinese Communists as a “cover” that lets them
abuse and hurt people with impunity.) They offer
all sorts of story possibilities involving clashes of
ideologies, love interests between heroes that work
for rival governments, how to reconcile the “greater
good” with political realities, and so forth.

Since the Tiger Squad is already the largest
superteam in the world, you don’t really need to
add members to make it more powerful. Instead,
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give it a support staft to back up its superpowered
muscle with other resources: a small army of spe-
cially-trained and -equipped agents, a corps of sci-
entists and technicians to develop new devices for
its members, and so on. In short, turn it into more
of an organization than a superteam. To weaken it,
you can remove members, but that runs contrary to
the general idea of the team. A better approach is to
increase the divisiveness within the team, making
it so polarized that it functions poorly as a whole.
That way your PCs rarely have to face more than
5-10 Squad members at a time. Similarly, if there
are disputes within the Chinese government as to
who controls the Squad, that may also hamper its
effectiveness.

The Tiger Squad makes a determined and
implacable hunter due to its deep “bench” — when-
ever one cadre of supers has to give up the chase
for some reason, another can take its place. The
Chinese government can even assemble special
cadres specifically “constructed” to find and capture
a hero. However, the Squad almost never operates
outside of China, so as a Hunter it should have
Limited Geographical Area (unless your entire
campaign takes place in China).

GRANITEMAN

Val Char Cost Roll Notes

60 STR 50 21- Lift 100 tons; 12d6 [6]
18 DEX 24 13- OCV: 6/DCV: 6

50 CON 80 19-

30 BODY 40 15-

13 INT 3 12- PER Roll 12-

10 EGO 0 11- ECV: 3

20 PRE 10 13- PRE Attack: 4d6

10 COM 0 11-

45 PD 33 Total: 45 PD (45 rPD)
45 ED 35 Total: 45 ED (45 rED)
5 SPD 22 Phases: 3,5,8,10,12
22 REC 0
100 END 0
85 STUN 0 Total Characteristics Cost: 297
Movement: Running: 67/12”

Leaping: 12?°24”

Cost Powers END
22 Tough As Granite: Hardened (+%) for

45 PD/45 ED 0
56  Tough As Granite: Damage Resistance

(45 PD/45 ED), Hardened (+%) 0
10 Tough As Granite: Power Defense

(10 points) 0
7 Tiger Squad Costume Communicator:

HRRP (Radio Group); IIF (-%4), Affected
As Sight And Hearing Group As Well As
Radio Group (-%) 0

Skills
30 +6HTH

AK: Shanghai 11-

KS: The Chinese Superhuman World 8-
Language: English (basic conversation;
Mandarin Chinese is Native)

3 Persuasion 13-

17 Power: Brick Tricks 20-

3 Stealth 13-

3 Streetwise 13-

3 Teamwork 13-

Total Powers & Skills Cost: 158
Total Cost: 455

—_ = N

200+ Disadvantages

10  Distinctive Features: Mutant (Not Conceal-
able; Always Noticed; Detectable Only By
Unusual Senses)

20  Hunted: Chinese Government 14- (Mo Pow,
NCI, Watching)

15  Psychological Limitation: Sadistic; Likes To
Hurt People (Common, Strong)

15  Psychological Limitation: Loves To Fight
(Common, Strong)

15  Social Limitation: Secret Identity (Qiu
Shing) (Frequently, Major)

180  Experience Points

Total Disadvantage Points: 455

4

GRANITEMAN
PLOT SEEDS

A Chinese woman
approaches the PCs.

She claims GraniteMan
abused and nearly killed
her; she fled to the US
to get away from him
and to tell her story to
the world. Unfortunately
he’s found out where she
went and come after her.
She needs their protec-
tion and help.

GraniteMan decides

he needs more powers
— he ought to be able

to turn other people to
stone if he wants to. The
PCs hear a rumor that
he’s trying to hire Teleios
or some other super-
scientist to give him that
power. If they don’t act
now, he may become
even more of a prob-
lem in the future... but
what will the rest of the
Squad, or the Chinese
government, do if they
take it on themselves to
find and fight him?

Some “old friends” in
Shanghai blackmail
GraniteMan into help-
ing them with some of
their criminal opera-
tions on the sly. Unfor-
tunately your PCs just
happen to be vacation-
ing there....
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Background/History: Qiu Shing grew up poor in
the slums of Shanghai. Before he was even 10

he was running with street gangs and commit-
ting petty crimes. It looked like he was destined
for a short, nasty life... then when he was 15

his mutant power to transform his body into
“living stone” manifested. It only took a day or
two before he was leading the gang... and maybe
a week more for reports of the “stone man” to
filter back to Beijing. Realizing it had another
mutant and potential “recruit” on its hands, the
government sent the Tiger Squad in to find Qiu
and capture him. He put up quite a fight, but he
couldn’t stand up to five trained superhumans.
They blindfolded him and brought him to one
of the Squad’s secret training facilities where the
government gave him a simple choice: join the
Squad and serve China loyally... or spend the rest
of your life in prison. Not being a fool, Qiu chose
the former option, and was given the codename
GraniteMan (Nan Huagangshi).

Personality/Motivation: Compared to most Tiger
Squad members, GraniteMan is truly villainous.
Life has taught him that no one will look out for
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you but yourself, so that’s
what he does. He’s only loyal
{ to the government and the

| Squad because that’s what’s
best for him right now; if

| abetter opportunity pre-
sented itself, he'd take it.
Even worse, he’s sadistic and
cruel. He enjoys using his
powers to fight and to hurt
people. Most of the villains
and criminals he captures
have to visit the hospital
before being sent off to jail,
and the government has
hushed up the stories about
the prostitutes he’s injured
or even mutilated during
his “time off” All the other
members of his cadre are
aware of his “tendencies” and
try to restrain them as best
they can.

Quote: “Time for you to...
how do you Americans say
it?... get stoned.”

Powers/Tactics: GraniteMan
is a straightforward brick
with respectable strength
and resilience. He forms the
backbone of his cadre, since
he’s often the one who leads
the charge into battle, holds
the line while others retreat,
and provides cover for his
more fragile comrades.
Unfortunately his love of
fighting means he sometimes tends to linger in
battle too long, or starts fights that could prob-
ably be avoided.

Campaign Use: GraniteMan is an example of

a Squad member your PCs can hate without
feeling any guilt. He only functions as a “hero”
because circumstances have forced him into that
role; he doesn’t care about other people, and in
fact enjoys hurting them.

To make GraniteMan tougher, increase his
STR to 70-80 so that he’s closer to the upper
ranks of bricks in the Champions Universe, or
give him a Multipower of “brick tricks” that he
can perform at will. To weaken him, reduce his
PD and ED to 35, and perhaps his SPD to 4.

GraniteMan only Hunts people when ordered
to, in which case he follows orders.

Appearance: GraniteMan is a 5’6” tall Chinese man
who looks like he’s made out of grey granite — as
if he were a living statue. He doesn’t wear any sort
of costume (he has no visible external genitalia, so
there’s no real need for one).
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RED BULLET

Val Char Cost Roll
20 STR 10 13-
31 DEX 63 15-
25 CON 30 14-
15 BODY 10 12-
15 INT 5 12-
15 EGO 10 12-
15 PRE 5 12-
12 COM 1 12-

Notes
Lift 400 kg; 4d6 [2]
OCV: 10/DCV: 10

PER Roll 12-
ECV: 5
PRE Attack: 3d6

25 PD 21 Total: 31 PD (24 rPD)

20 ED 15 Total: 26 ED (24 rED)

9 SPD 49 Phs: 2,3,4,6,7,8,10,11,12

9 REC 0

50 END 0

45 STUN 7 Total Characteristics Cost: 226
Movement: Running: 307/480”

MegaRunning: up to 30 km/Phase
END

Cost Powers

50  Speedster Energy: Endurance Reserve
(250 END, 25 REC)

75  Bullet Running: Multipower, 94-point
reserve; all Only In Contact With A
Surface (-%4)

7u 1) Hyper-Running: Flight 30,
x16 Noncombat, No Turn Mode (+%);
Only In Contact With A Surface (-%4)

7u  2) Overdrive Running: Flight 30”, No
Turn Mode (+%), MegaScale (1”=1 km;
+%); Only In Contact With A Surface (-%)

75  Speedster Tricks: Multipower,
75-point reserve

3u 1) Rapid-Fire Punch: HA +8d6; Hand-
To-Hand Attack (-%)

lu  2) Battering Ram: HA +6d6; Hand-To-
Hand Attack (-%), Only With Move
Through/By (-1)

6u  3) Vibro-grip: HKA 2d6 (2%2d6 with
STR), Penetrating (+%2), Reduced
Endurance (0 END; +%)

3u  4) Supersonic Finger-Snap: Energy Blast
6d6, NND (defense is Life Support [Safe
Environment: High Pressure] or armored
head-covering; +1); No Range (-12), Gestures
(must hold hand near target’s ear; -%4)

6u  5) Dizzying Spin: Drain DEX and
CON 5d6, DEX and CON simultaneously
(+%2); Requires A DEX Roll (-%)

2u  6) Let’s Wrap This Up: Entangle 6d6, up
to 6 DEF; OIF (appropriate materials of
opportunity; -%), No Range (-%2), Extra
Time (at least a Full Phase, and often
longer, depending on how long it takes
to get the materials; -%), Defense
Depends On Materials Used (-%),
Cannot Form Barriers (-%)

5u  7) Some Disassembly Required: Dispel
Technological Object 20d6, any one
Technological Object power one at a
time (+%); No Range (-%)

0

6

7

4u

4u

6u

3u

18

12

NN W W

W W WD

8) Sonic Boom Attack: Energy Blast 6d6,
Area Of Effect (6” Radius; +1%); Must
Pass Through Intervening Space (-%),
Does Not Work In A Vacuum (-%4)

9) Vacuum Attack: Energy Blast 6d6,
NND (defense is Life Support [Self-
Contained Breathing]; +1), Reduced
Endurance (%2 END; +%4); Must Pass
Through Intervening Space (-%4),

No Range (-13) 3
10) Compressed Air Jackhammer:

Energy Blast 8d6, Double Knockback

(+%); Limited Range (57; -%4) 7
11) Fast Work: Change Environment

8” radius (clean, do chores and tasks,

N

and so forth), Varying Effect (+2) 3
Friction-/Impact-Resistant Skin: Damage
Resistance (18 PD/18 ED) 0
Armored Costume: Armor (6 PD/6 ED);
OIF (-14) 0

Hyperspeed Sight: MegaScale (+%)

for Normal Sight, Reduced Endurance

(0 END; +%); Only With

MegaMovement (-%) 0
Tiger Squad Costume Communicator:

HRRP (Radio Group); IIF (-%4), Affected

As Sight And Hearing Group As Well As
Radio Group (-%2) 0

Perks
Reputation: the fastest man in Chinal!
(among Chinese) 11-, +1/+1d6

Skills
+8 with Grab By, Move By, and
Move Through

Computer Programming 12-
Electronics 13-

KS: The Chinese Scientific World 11-
KS: The Chinese Superhuman World 11-
Language: English (basic conversation; Man-
darin Chinese is Native)

Power: Speedster Tricks 22-

SS: Ballistics 11-

SS: Chemistry 11-

SS: Physics 11-

Sleight Of Hand 15-

Stealth 15-

Teamwork 15-

Total Powers & Skills Cost: 369
Total Cost: 595

200+ Disadvantages

20

20

15

15

20

305

Hunted: Chinese Government 14- (Mo Pow,
NCI, Watching)

Psychological Limitation: Code Versus Kill-
ing (Very Common, Strong)

Psychological Limitation: Loyal To Chinese
Government (Common, Strong)

Social Limitation: Secret Identity (Hua Shoi-
Ming) (Frequently, Major)

Vulnerability: 2 x STUN from Electricity
attacks (Common)

Experience Points

Total Disadvantage Points: 595

43

RED BULLET
PLOT SEEDS

For diplomatic and
“friendship” purposes, a
PC speedster (or NPC
speedster friend of the
PCs’) and the Red Bullet
are going to have a race
across first the United
States, and then China.
All sorts of things could
go wrong, so the PCs
are asked to monitor the
situation (perhaps along
with a delegation from
the Tiger Squad). And is
it possible the Red Bullet
will engage in some
covert activities during
his run across America?

The Red Bullet has
finally seen too many
negative things about
the Chinese government
and decides to defect.
He asks for the PCs’ help
to escape the Commu-
nists’ clutches.

One of the Red Bullet’s
old friends in the Chi-
nese military-industrial
complex informs him
that there seems to be a
plot to mis-use the new
Chinese rockets. Since
he’s not sure who among
the Tiger Squad might
be involved in the con-
spiracy, he asks the PCs
to help him investigate.
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Background/History: In 1992 Hua Shoi-Ming was

a scientist working on China’s next generation of
missiles and rockets. He and his team were respon-
sible for improving the speed of the weapons, and
their approach involved a two-pronged attack:
making the missile more aerodynamic; and creat-
ing better, more efficient fuels. After months of
intensive labor, the fuel group, which Hua was lead-
ing, had a major breakthrough. Their new rocket
fuel, codenamed X-9, was possibly the best rocket
fuel ever invented, and would likely increase the
speed of Chinese missiles by as much as 38%.

Unfortunately X-9, while a wonder in many
respects, was also highly unstable in certain con-
ditions. As Hua worked late one night to prepare
another rocket for test-firing, a short-circuit in the
rocket’s motherboard caused it to explode. The heat
and pressure rendered the X-9 Hua was loading
into the rocket unstable even as he was doused with
the stuff. He awoke a few minutes later, amazed to
even be alive. He shakily got to his feet and started
to walk over to the emergency phone to call for
help... and was astonished when he crossed the lab
in the blink of an eye!

A little experimentation proved to Hua that
hed somehow gains super-speed powers from the
accident. As a loyal member of the Communist
Party and a dedicated Chinese citizen, he immedi-
ately reported what had happened to his superiors.
He soon found himself inducted into the Tiger
Squad as the Red Bullet (Héng Zidan) and train-
ing to become a superhero. To his own surprise he

took to the training well, and
for the past decade and a half
has been one of the Squad’s
staunchest members.

Personality/Motivation: If it
weren't for the fact that he
works for a repressive Com-
munist government, the Red
Bullet would be a true hero.
He thinks nothing of risking
his life to save others, fights
crime with zeal, and genuinely
enjoys making other peoples’
lives a little better with his
powers. In fact, he’s hoping
to return to the lab one day,
to find ways to use his super-
speed to make scientific and
technological breakthroughs.

Quote: “Just like a bullet, I
travel faster than the eye can
see...and I hit hard!”

Powers/Tactics: The Red
Bullet is a speedster, with

a classic suite of speedster
powers — he can outrun a car,
hit his opponents with various
high-speed impacts for differ-
| ent effects, wrap up an enemy
| with loose cable or rope in a
split-second, or take a device
apart before you can blink.
Since he acts so much more
often, and so much faster, than his teammates, he’s
trained hard to learn to use his powers to “support”
them by helping them defeat their own foes at the
same time he’s handling his own assigned target.

Campaign Use: You can use the Red Bullet as a
“mirror” to hold up to the PCs. He's pretty much
just like them... except that he’s a Communist

and supporter of a Communist government that
squelches dissent with armed force. Hed much
rather work with them than fight them, but he'll
fight to the death rather than let them contravene
the interests of the Chinese government or “invade”
Chinese territory.

To make the Red Bullet more powerful, convert
his Multipower into a large Variable Power Pool of
Speedster Tricks (see The UNTIL Superpowers Data-
bases or The Ultimate Speedster for dozens of example
powers). You could also give him some Speedster
Martial Arts. To weaken him, reduce his SPD to 7 and
halve his number of Combat Skill Levels.

The Red Bullet only Hunts people when
ordered to, in which case he follows orders.

Appearance: The Red Bullet is a 5’8” tall Chinese
man with a trim, athletic build. His costume is a
red bodystocking with blue gloves, belt, and boots;
the boots have specially-reinforced soles to with-
stand the impact of his high-speed running. Across
the chest is an arc of five gold five-pointed stars.
Instead of a mask he wears streamlined red-tinted
running goggles.
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SUMMER CLOUD

Val Char Cost Roll Notes

10 STR. 0 11-  Lift 100 kg; 2d6 [1]
20 DEX 30 13-  OCV: 7/DCV: 7
20 CON 20 13-

10 BODY 0 11-

15 INT 5 12- PER Roll 12-

15 EGO 10 12- ECV: 5

20 PRE 10 13- PRE Attack: 4d6

18 COM 4 13-

6 PD 4 Total: 28 PD (22 rPD)

8 ED 4 Total: 30 ED (22 rED)

5 SPD 20 Phases: 3,5,8,10,12

6 REC 0

40 END 0

30 STUN 5 Total Characteristics Cost: 112
Movement: Running: 67/12”

Flight: 25”/200”

Cost Powers END
32 Wind Power: Endurance Reserve
(120 END, 20 REC) 0

108  Wind Power: Multipower, 108-point reserve
10u 1) Wind Blast: Energy Blast 10d6,

Double Knockback (+3%), Reduced

Endurance (%2 END; +%4) 4
7u  2) Tornado Blast: Energy Blast 10d6,

Area Of Effect (11” Cone; +1); No

Range (-%) 10
7u  3) Eye Of The Tornado: Energy Blast

9d6, Area Of Effect (5” Radius; +1),

Personal Immunity (+%); No Range

(-%), Random Knockback (see

Champions, page 153; -0) 10
7u  4) Hardened Air: Entangle 6d6, 6 DEF,

Reduced Endurance (0 END; +%);

Cannot Form Barriers (-%4) 0
10u 5) I Can't Breathe!: Energy Blast 8d6,

NND (defense is LS [Self-Contained

Breathing]; +1), Reduced Endurance

(0 END; +%) 0
9u  6) Wind Manipulation: Telekinesis

(40 STR), Reduced Endurance (0 END; +%) 0
11u 7) Fire Starvation: Dispel Fire 12d6, all

Fire Powers simultaneously (+2) 11
38  The Terrible Tornado: Energy Blast +6d6

for Eye Of The Tornado attack, Area Of Effect

(+1), Personal Immunity (+%);

Concentration (¥2 DCV; -14), Increased

Endurance Cost (x2 END; -14) 14
7 Temperature Manipulation: Change

Environment 1” radius, +/-1 Temperature

Level, Varying Effect (raise or lower

temperature; +%), MegaScale (1”7 = 1 km

broad, wide, and deep; +%) 1

Martial Arts: Kung Fu
Maneuver OCV DCV Notes

4 Block +2 42 Block, Abort

4 Dodge +0 +5 Dodgeall
attacks, Abort

5 Kick -2 +1  6d6 Strike

4 Punch +0  +2  4d6 Strike

3 Throw +0 +1 3d6 +v/5,

Target Falls

4 Tien-hsueh Strike -1 +1 2d6 NND (1)
90  Wind-Powered Flight: Flight 25",
x8 Noncombat, Reduced Endurance

(0END; +%) 0
55 Air Shield: Force Field (22 PD/22 ED),

Reduced Endurance (Y2 END; +%) 2
7 Tiger Squad Costume Communicator:

HRRP (Radio Group); IIF (-%4), Affected
As Sight And Hearing Group As Well As
Radio Group (-%2) 0

Perks
4 Reputation: popular Chinese superheroine
(in China) 11-, +2/+2d6

Skills
+3 with Wind Powers Multipower

High Society 13-

KS: Chinese History And Culture 12-

KS: The Chinese Superhuman World 11-
Language: English (basic conversation; Man-
darin Chinese is Native)

3 Stealth 13-

1 Streetwise 8-

1 Tactics 8-

3 Teamwork 13-
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Total Powers & Skills Cost: 452
Total Cost: 564

200+ Disadvantages

10  Distinctive Features: Mutant (Not Conceal-
able; Always Noticed; Detectable Only By
Unusual Senses)

20  Hunted: Chinese Government 14- (Mo Pow,
NCI, Watching)

20  Psychological Limitation: Code Versus Kill-
ing (Very Common, Strong)

15  Psychological Limitation: Pro-Democracy
(Common, Strong)

15  Social Limitation: Secret Identity (Huan Lin)
(Frequently, Major)

15  Social Limitation: Famous (Frequently,
Minor)

269 Experience Points

Total Disadvantage Points: 564

Background/History: Huan Lin was born in 1984

to parents who were active in China’s burgeoning
pro-democracy movement... and who were killed in
the 1989 Tiananmen Square incident. Raised by her
grandmother, as a teenager she was quick to adopt
her parents’ political views. But she also manifested
the mutant power to control air and wind, and that
made her life take an unexpected turn. She quickly
went from being a poor child living in a Beijing
suburb to living in Tiger Squad training facilities.
She objected, sometimes stridently, to being forcibly
inducted into the Squad, but the truth was that she
loved using her powers, and loved helping people,
so it wasn’'t much of a burden to bear.

Now an outgoing, attractive woman in her
mid-20s, Lin goes by the codename Summer Cloud
(Xiaji Yin) and has become an experienced, tacti-
cally adept superheroine. She’s one of the most
popular members of the Tiger Squad, with entire
magazines devoted to keeping her fans aware of
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SUMMER CLOUD
PLOT SEEDS

Summer Cloud finally
makes a few too many
statements that are
critical of the Chinese
Communist government
and is about to be “dis-
appeared.” She doesn’t
want to leave China,

but she needs to remain
safe if she’s ever going to
spearhead democratic
reform, so she asks the
PCs to hide her.

Summer Cloud and a
male PC start dating.
Winter Dragon decides
to break them up.
Wackiness ensues.

Summer Cloud visits
the United States on a
“good will tour” for the
Tiger Squad and China
in general. The PCs are
asked to help escort
her around, protect her
from mobs of fans, and
safeguard her from any
threats.
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Quote: “You know what you

need? A little fresh air!”

Powers/Tactics: Summer
Cloud’s powers primarily

related to control of air and
wind. She can project blasts
of wind in various forms

5| (including her powerful “tor-
nado” attack), lift objects with
| just the wind, fly, and shield
herself or restrain others with
“hardened air” However, it
seems that her powers may
actually be broader than that.
She has the ability to raise or
lower the temperature over a
1 km radius area, and Tiger
Squad scientists believe she
may be able to control any
weather phenomena the way
she currently controls air.
They’re working hard with her
to develop these powers, but
so far she hasn’t made much
progress.

Campaign Use: Summer
Cloud makes a good “ally” for
the heroes on the Tiger Squad.
Her pro-democracy views

/| make her seem more sympa-
thetic to them than the more
hard-line members of the

what she’s doing, what she thinks, and who she’s
dating (or thinking about dating). She inspires a
minor media frenzy pretty much everywhere she
goes, which she’s not entirely happy with, but she
tries to use her fame to subtly promote her pro-
democracy views.

Personality/Motivation: Of all the members of the
Tiger Squad, Summer Cloud is probably the most
vocal in her support of the democracy movement
in China. More than once she’s come close to cross-
ing the line of what her superiors will tolerate, and
the time may come when they consider her more
of a liability than an asset. She tries to restrain her-
self so she can go on being a superheroine, but she
knows the day is going to come when a confronta-
tion will have to happen.

Summer Cloud dated Winter Dragon for
several months a few years ago. Despite a strong
mutual attraction they broke up over their differing
political views. But they still harbor feelings for one
another, and the gossip magazines speculate about
them endlessly.

team, and her obvious heroic
attitude and amicable personality make her easy to
get along with. If the two teams interact enough,
she might even make a possible love interest for
a male PC... something that would irk Winter
Dragon to no end.

To make Summer Cloud a more powerful
superhuman, expand her powers to other weather
phenomena, as discussed above. Start with clouds
and fog, then precipitation, and finally lightning. In
the end she'll have a Multipower devoted to each
type of weather. To weaken her, remove her Endur-
ance Reserve so she has to carefully watch how
much END she uses.

Summer Cloud only Hunts people when
ordered to, in which case she follows orders.

Appearance: Summer Cloud is a beautiful, viva-
cious young woman in her mid-20s. Her costume
is peach, red, and gold. It consists of a tunic-like
top with a plunging V neckline, a high collar, and
flared sleeves; tight pants; and thigh-high boots. It’s
decorated throughout with highlights and designs
reflecting traditional Chinese styles.
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TECHNOCRAT

Val Char Cost Roll Notes

10 STR. 0 11-  Lift 100 kg; 2d6 [1]
18 DEX 24 13- OCV: 6/DCV: 6
15 CON 10 12-

13 BODY 6 12-

25 INT 15 14- PER Roll 14-

15 EGO 10 12- ECV: 5

15 PRE 5 12-  PRE Attack: 3d6

12 COM 1 11-

6 PD 4 Total: 26 PD (20 tPD)

6 ED 3 Total: 26 ED (20 rED)

4 SPD 12 Phases: 3,6,9,12

5 REC 0

30 END 0

26 STUN 0 Total Characteristics Cost: 90
Movement: Running: 67/12”

Flight: 207/40”

Cost Powers END
80  Gadget Pool: Variable Power Pool,
60 base + 30 control cost; Focus
(all slots must have at least - of this
Limitation; -%) var
40  Bracer Weapons: Multipower,
60-point reserve; all OIF (-%)
4u 1) Bracer Blaster: Energy Blast 12d6;
OIF (-%), 16 Charges (8 per bracer; -0) [16]
3u  2) Binding Pellet Projector: Entangle 6d6,
6 DEF; OIF (-%), Cannot Form Barriers
(-%), 12 Charges (6 per bracer; -%4) [12]
2u  3) Gravitic Negator: +30 STR, Reduced
Endurance (0 END; +%); OIF (-%4), No
Figured Characteristics (-%2), Only For
Lifting (-%2) 0
50  Force Field Projector: Force Field
(20 PD/20 ED/5 Mental Defense/5 Power
Defense), Reduced Endurance

(0 END; +%); OIF (-%2) 0
40  Rocket Boots: Flight 20", Reduced

Endurance (0 END; +%); OIF (-%) 0
3 Eyepiece: Infrared Perception (Sight

Group); OIF (-%) 0
3 Eyepiece: Nightvision; OIF (-%2) 0

7 Communications Systems: HRRP
(Radio Group); ITF (-%4), Affected As
Sight And Hearing Group As Well As
Radio Group (-%) 0

Skills
10  Targeting System: +3 with Ranged
Combat; OIF (-%)

Combat Piloting 13-
Computer Programming 14-
Demolitions 14-
Electronics 14-
KS: The Chinese Superhuman World 11-
Language: English (basic conversation;
Mandarin Chinese is Native)
Mechanics 14-
5  Power: Gadgeteering 20-
Security Systems 14-
Stealth 13-
Systems Operation 14-
Teamwork 13-
Scientist
1) SS: Biology 11-
2) SS: Chemistry 14-
3) SS: Electronic Engineering 14-
4) SS: Physics 14-
5) SS: Robotics 14-

Total Powers & Skills Cost: 299
Total Cost: 389
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200+ Disadvantages

20  Hunted: Chinese Government 14- (Mo Pow,
NCI, Watching)

20  Psychological Limitation: Code Versus
Killing (Very Common, Strong)

10 Psychological Limitation: Pro-Democracy
(Common, Moderate)

15  Social Limitation: Secret Identity (Chang
Mei) (Frequently, Major)

114 Experience Points

Total Disadvantage Points: 389

Background/History: Chang Mei was the ultimate
tomboy growing up. She didn't care about “girly”
things like dolls and dress-up; she wanted to play
sports, explore the local wilderness, and take risks.
Most especially she liked to build things and tinker
— and she had a real gift for it, too. When she was
only eight years old she rebuilt her father’s scooter
motor to make it run more efficiently.

To ensure that Mef’s abilities were properly
developed, the government arranged for her to
attend a special school for the scientifically gifted.
When it became apparent she was even better than
that, the government decided to enroll her in the
Tiger Squad. Since then she’s been putting her gifts,
and her many inventions, to work on behalf of the
Chinese people.
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TECHNOCRAT
PLOT SEEDS

Pro-democracy protest-
ers in China have been
using some high-tech
devices to avoid the
police and cause trouble.
The authorities sus-
pect that Technocrat is
covertly supplying the
activists. She denies the
charges and asks the
PCs to investigate on
her behalf.

Tired of being regarded
as “plain” next to
Summer Cloud even
though she’s quite pretty
in her own right, Tech-
nocrat approaches an
attractive female PC
about getting a “make-
over” to improve her
appearance and social
skills. Wackiness, as
always, ensues.

The PCs are build-

ing a super-weapon to
take down a major foe
(like Mechanon or Dr.
Destroyer), and one of
Technocrat’s inventions
would be perfect for it.
Unfortunately the Chi-
nese government refuses
to let her cooperate
with them. They have

to find a way to get the
device from her... hope-
fully without causing an
international incident.
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Personality/Motivation: Although she’s really more
at home in a laboratory than on the battlefield,

Technocrat has taken well to the life of a superhero.

She enjoys helping other people and saving lives.
While she’s definitely pro-democracy, she’s not as
open or vocal about it as her good friend Summer
Cloud, whom she often worries about. Sometimes,
too, she admits to herself that she’s a little jealous
of her much better-looking, much more famous,
much more socially comfortable friend, but it
doesn’t bother her that much. After all, who was
voted “Sexiest Woman in China” three years in a
row by China Computing Weekly magazine?

Quote: “Wait! I can take care of this easily, without
the need for any violence. Give me a couple min-
utes to get something ready”

Powers/Tactics: Technocrat is a natural-born
gadgeteer, with an innate affinity for devices of all
sorts. She can use the pre-prepared modules she
carries on her belt, plus any other spare parts she
can lay her hands on, to create all sorts of weapons
and gadgets. (See Gadgets And Gear for dozens of
example gadgets she could have.)

In combat, Technocrat usually looks for
a non-violent approach to resolving the situ-
ation. She'd rather restrain someone with her
Entangle, or knock them out painlessly with
an NND attack, than resort to her blaster. She
often spends more time during a battle protect-
ing innocent bystanders, preventing property
damage, and supporting her teammates than she
does directly attacking the foe.

Campaign Use: Technocrat gives this particular
cadre of the Tiger Squad a technological edge in its
battles against crime (and perhaps the PCs). While
she’s not a world-class super-gadgeteer, she’s got
enough chops to earn the respect of those who are.

To make Technocrat more powerful, convert
her into more of a powered armor character, with
greater defenses, more weaponry, and a larger
Gadget Pool. To weaken her, reduce her VPP to a
40-point base.

Technocrat only Hunts people when ordered
to, in which case she follows orders.

Hero System 5™ Edition Revised

Appearance: Technocrat is a Chinese woman, 5°4”
tall with a slender build. Her basic costume is a
plain black turtlenecked bodystocking, but her
various gadgets, mostly colored a sort of orange-
gold, accentuate it. They include a high-tech head-
band (which has an eyepiece with a red crystal over
her left eye and a short radio antenna on the left
side), a high-tech belt with several interchangeable
electronic modules attached to it, high-tech bracers
on both lower arms, streamlined shoulderpads, and
stylish boots.
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WINTER DRAGON

Val Char Cost Roll Notes

15 STR 5 12-  Lift 200 kg; 3d6 [1]
23 DEX 39 14- OCV: 8/DCV: 8
20 CON 20 13-

15 BODY 10 12-

15 INT 5 12- PER Roll 12-

15 EGO 10 12- ECV: 5

15 PRE 5 12-  PRE Attack: 3d6

12 COM 1 12-

10 PD 7 Total: 30 PD (20 tPD)
10 ED 6 Total: 30 ED (20 rED)
6 SPD 27 Phases: 2,4,6,10,12
10 REC 6
60 END 10
33 STUN 0  Total Characteristics Cost: 151
Movement: Running: 30°/60”
Cost Powers END
60  Ice Powers: Multipower, 60-point reserve
6u 1) Ice Blast I Energy Blast 12d6 6
6u  2) Ice Blast II: Energy Blast 8d6, Area of
Effect (One Hex Accurate; +%) 6

6u  3) Deep Freeze: Energy Blast 6d6, NND
(defense is Life Support [Safe

Environment: Intense Cold]; +1) 6
6u  4) Ice Dart: RKA 2%d6, Armor

Piercing (+%) 6
3u  5) Ice Bonds: Entangle 4d6, 8 DEF;

Vulnerable (Fire/Heat; -1) 6

3u  6) Group Ice Bonds: Entangle 4d6,4 DEF,
Explosion (+%); Vulnerable (Fire/Heat;-1) 6
4u  7) Ice Sheet: Change Environment
(create ice sheet) 32” radius, -4 to DEX
Rolls to move on, Personal Immunity
(+%); Only Affects Characters Who Are
Moving On The Ground (-%) 5
39  It’s Cold In Here: Change Environment
(lower temperature) 32” radius,
-4 Temperature Levels 4

Martial Arts: Kung Fu
Maneuver 0CvV DCV Notes

4 Block +2  +2  Block, Abort

4 Dodge +0 45 Dodgeall
attacks, Abort

5 Kick -2 +1  7d6 Strike

4 Punch +0 42  5d6 Strike

3 Throw +0 41  4d6 +v/5, Target
Falls

4 Tien-hsueh Strike -1~ +1  2d6 NND (1)

60  Ice Armor: Force Field (20 PD/20 ED),

Reduced Endurance (0 END; +%) 0
2 Accustomed To The Cold: Life Support
(Safe Environment: Intense Cold) 0

12 Ice Slides: Elemental Control, 30-point
powers, all Physical Manifestation (-%),
Side Effects (leaves big chunks of ice
around the environment; -0)

12 1) Basic Ice Slide: Running +15”
(217 total); Physical Manifestation (-%4),
Side Effects (leaves big chunks of ice
around the environment; -0) 3

9 2) Aboveground Ice Slide: Gliding 30”;
Costs Endurance (-%2), Physical
Manifestation (-%4), Side Effects (leaves big
chunks of ice around the environment; -0) 3
16  3) Rescue Slide: Gliding 127, Area Of
Effect (20”long and 4” wide Line; +1%),
Usable As Attack (+1), Limited Range
(207; +%4); Costs Endurance (-%), Physical
Manifestation (-%), Only To Slide People

To The Ground (-%) 5
5 Perceive Heat Patterns: Infrared

Perception (Sight Group) 0
7 Tiger Squad Costume Communicator:

HRRP (Radio Group); IIF (-%), Affected
As Sight And Hearing Group As Well
As Radio Group (-%4) 0

Skills
12 +4 with Ice Powers Multipower

Computer Programming 8-

KS: The Chinese Military 11-

KS: The Chinese Superhuman World 11-
KS: The Military/Merc./Terrorist World 11-
Language: English (basic conversation;
Mandarin Chinese is Native)

Power: Ice/Cold Tricks 14-

SS: Cryophysics 8-

Stealth 14-

Tactics 12-

Teamwork 14-

Total Powers & Skills Cost: 312
Total Cost: 463
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200+ Disadvantages

20  Hunted: Chinese Government 14- (Mo Pow,
NCI, Watching)

15  Psychological Limitation: Loyal To Chinese
Government (Common, Strong)

15  Social Limitation: Secret Identity (Xiang Ho)
(Frequently, Major)

20 Vulnerability: 2 x STUN from Fire attacks
(Common)

193  Experience Points

Total Disadvantage Points: 463

Background/History: Xiang Ho was born into

a military family, and it was expected that he
would follow in the footsteps of five generations
before him and join the army. He didn’t let his
family down; he graduated from China’s military
academy with top marks and seemed destined
for a long and accomplished career.

His military prospects came to a halt when
he was asked to participate in “Project Blizzard,”
an experiment to design a weapon that could
literally freeze enemy tanks and other vehicles
in place by generating ice around them. All was
ready for the test, and the countdown had begun
to fire the weapon at an old tank. It was only
then that Ho realized that there was still a soldier
stuck in the tank! Without a thought for his own
safety he rushed out to rescue the man, got him
out of the tank, and shoved him to safety. Just
as he was ready to leap off the tank himself, the
experimental weapon fired.
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WINTER DRAGON
PLOT SEEDS

Winter Dragon and
the PCs accompany a
research expedition to
Antarctica. When the
expedition uncovers
the wrecked remains of
a spacecraft filled with
hostile monster-like
aliens, the heroes have
to battle to save their
own lives and those of
the scientists.

It turns out that Winter
Dragon’s powers do
draw ice and cold in
from another dimension
— and now the inhabit-
ants of that dimension
are invading to put a
stop to it! Unfortunately
they seem determined
to fight rather than
discussion the situation
reasonably....

When Winter Dragon
(along with some PCs)
is asked to judge an

ice sculpture contest, a
pro-democracy Chinese
terrorist group decides
to stage an attack. The
heroes and Winter
Dragon have to team up
to stop them.



50 mVillain Groups

Hero System 5™ Edition Revised

The next thing Ho
remembered was waking
up in the hospital several
days later. His doctors were
as amazed as he was that he
hadn’t died. They were even
more astonished when he
began to manifest powers
over ice and cold. They first
noticed that the temperature
in his room was dropping
by dozens of degrees at
random times... and that Ho
didn’t even seem to notice.
Further experimentation,
and eventually training with
the Tiger Squad, allowed Ho
to develop a wide variety of
cryo-powers; he joined the
Squad under the codename
Winter Dragon (Dongji
Léng).

Personality/Motivation:
Winter Dragon approaches
being a superhero with

a soldier’s discipline. He
speaks precisely and to

the point, he acts with an
economy of motion, and
he expects others to do the
same. He’s a perfect “poster
child” for the Tiger Squad as
far as the Chinese govern-

the air) at great speed, and
can even use them to rescue
people who are falling or
need to get down 